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PREFACE 


To the present generation the name of Edmond 
Hoyle conveys but a vague meaning, though the 
phrase “ according to Hoyle” is still now and then 
used as a synonym for correct play in a card-game. 
Hoyle was in fact the “Cavendish” of his day, 
and was in many ways a man of special mark. He 
was born in 1672, and died in 1769, having out- 
lived half-a-dozen monarchs. Of his earlier life 
little is known. He is said to have been called to 
the Bar, though whether he ever practised as an 
advocate is uncertain. In 1742 he was living in 
Queen’s Square, and giving lessons in whist-play, 
which he was the first’ to reduce to a scientific 
method. He had up to that time communicated 
his system either personally, or in the form of 
manuscript, but in that year he for the first time 
published his memorable “Short Treatise on the 
Game of Whist.” Of this first edition only two copies 
(one in the Bodleian Library) are known to exist. 
Its price was a guinea. It was freely pirated, and 
this fact was probably the reason that the succeed- 
ing editions, of which there were three published in 
1743, were issued at the more modest price of twa 
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shillings, each genuine copy being guaranteed by the 
autograph of the author. Other editions followed, 
several of which are only now represented by single 
copies. Of the seventh edition, published in 1747, 
no copy exists. The eighth (1748) embodied, in 
addition to the Whist manual, short treatises on 
Quadrille, Piquet, and Backgammon, which had in 
the meantime appeared separately. The book was 
from time to time furtheramplified, and the eleventh 
edition (precise date uncertain) is entitled “ Mr. 
Hoyle’s Games of Whist, Quadrille, Piquet, Chess 
and Backgammon Complete.” The autograph sig- 
mature to each copy was continued until Hoyle’s 
death. In the fifteenth edition it is replaced by an 
impression from a wood block. 

It is significant of the respect in which Hoyle 
was held, that his Laws of Whist, with some slight 
alterations by the habttués of White’s and Saunders’ 
chocolate-houses (the then headquarters of the game), 
were accepted as the final authority from 1760 till 
1864, when the basis of the present code, settled by 
the Turf and Portland Clubs, was adopted in their 
stead. 

Nothing would now be gained by reproducing Hoyle’s 
original text. In the present volume no attempt is 
made to do so, Its teachings are, however, but the 
teachings of the master, amplified and brought up-to- 
date, and it is a fitting tribute to his memory that his 
name should be retained upon the title-page. 

Louis HorFMann. 


PREFACE 


TO THE REVISED EDITION OF 1909 


Tue articles on Whist and Bridge have been re- 
written and brought thoroughly up-to-date. Those on 
Billiards, Pool, and Snooker Pool have been completely 
revised, and all the recent changes in Rules have been 
either incorporated or quoted. Entirely new chapters 
have been added on Auction Bridge, Five Hundred, 
Quinto, and Poker Patience. 

For the articles specially written for this New 
Edition on Roulette and Trente et Quarante, the able 
pen of Captain Browning is responsible. 


Ernest BercHoLr. 
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HOYLE’S GAMES 
MODERNIZED 


ALL-FOURS. 


Aut-Fours, known in America as Oup Suencz, or 
Seven Up, is usually played by two players, with 
the full pack of fifty-two cards, which rank in play 
as at Whist, the ace being the highest, and the two 
the lowest. The game is seven points. 

There are four different items which count to- 
wards the score, whence the name A//- Fours. Such 
items are as follows : 

High—The highest trump out, scoring one to the 
original holder. 

Low.—The lowest trump out, scoring one to the 
original holder. 

Fack.—-The knave of trumps, scoring one to the 
dealer, if turned up; if otherwise, to the winner of 
the trick to which it falls. 

Game.—Scoring one to the ultimate holder or 
the more valuable cards in the tricks won by him, 
according to the following scale :— 


For each ten (trump or otherwise) , 4 » 0 
For each ace + . . eid 
For each king ” ° ° 3 
For each queen bs ° s >, 2 
Yor each knave + ' é wiers E 
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N.B.—In the case of the players being equal in 
this particular, or of neither party holding any 
card which counts towards Game, the elder 
hand scores the point, 


Meruop or Prayinc. 


The players cut for deal, the highest card having 
the preference.* ‘The dealer gives six cards to each, 
turning up the thirteenth as trump. If the elder 
hand is dissatisfied with his cards, he may say, ‘‘I 
beg,” in which case the dealer is bound either to 
allow him (by the phrase, “Take one’’) to score one 
point, or to give each player three more cards from 
the pack, turning up that next following by way of 
fresh trump card. If this should be of the same 
suit as the original trump, the dealer is bound to give 
three more cards to each, again turning up the 
seventh, until a new suit does actually turn up. If 
the turn-up card be a knave, the dealer scores one, 
this taking precedence of any other score. If, by 
reason of the elder hand “ begging,” there is a 
further deal, and the dealer a second time turns up 
a knave, he again scores one. The elder hand leads 
any card he pleases. His antagonist must follow suit 
or trump, his right to do the latter not being affected 
by his holding cards of the suit led. If, however, hav- 
ing a card of the suit led, he neither follows suit nor 
trumps, he becomes liable to the penalty of a revoke. 

The player of the highest card of the suit led, or 
a trump, wins the trick, which is turned down as at 


* This is the old-fashioned rule, but at the present day the 
Whist rule of ‘‘ lowest card deals” is frequently followed. 
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Whist, and so on throughout the six tricks, In 
scoring, the order of precedence is (1) High, (2) 
Low, (3) Jack, (4) Game ; subject, as we have seen, 
to the contingency of “ Jack” having been the turn- 
up card, the point for this being scored before the 
hand is played. 

The play is mainly directed to capturing the Jack, 
and such cards as may score towards Game. 

Some players score a point whenever the adversary 
does not follow suit or trump. Some, again, make 
it the rule that each player must count his score 
without looking at his tricks, under penalty of losing 
one or more points, as may be agreed, in the event 
of a miscalculation. 


Four-HanDED ALL-Fours. 


The players cut to decide who shall be partners ; 
the two highest playing against the two lowest, and 
facing each other, as at Whist. The right to the 
first deal is decided by the cut, the highest dealing.* 
Afterwards each player deals in rotation. 

The dealer and the elder hand alone look at their 
cards in the first instance, the option of begging 
resting with the latter. The other two players 
must not take up their cards till the dealer has 
decided whether he will “‘give one” or “run the 
cards” for a new trump. 

The players play in succession as at Whist, four 
cards constituting a trick. In other respects, the 
play is the same as in the two-handed game.t 

* See note on last page. 


t For the accepted Laws of All-Fours, see The Book yf 
Card and Table Games (Routledge), 


BACCARAT.® 


Baccarar has many points of resemblance to Vingt- 
un, but the element of chance is much more 
prominent. ‘The stakes are made before any card 
is dealt, and one player plays for several. There is 
therefore, save on the part of the banker, scarcely 
any scope for personal skill or judgment. 

The object of the game is to hold such cards as 
shall together amount to the point of wine, The 
cards from ace to nine count each according to the 
aumber of its pips. Court cards are equivalent to 
tens, and ten at this game is 4accarat, a synonym for 
zero, ‘Thus a player holding a three and a ten (or 
court card) is considered to have three only; a 
player holding two tens and a five counts five only. 
And not only is a tenth card baccarat (0), but ten 
occutring as part of a total score, however made, is 
disregarded ; so that a five and a six count, not as 
eleven, but as one only; three, seven and five, not 
as fifteen, but as five ; and so on. 

There are two forms of Baccarat, known re- 
spectively as Baccarat Chemin de Fer and Baccarat 


* Pronounced Béckdrah, 


BACCARAT 5 


Banque, the latter being the version more frequently 
played. A description of Baccarat Chemin de Fer 
will, however, be the best introduction to the ex- 
planation of Baccarat Banque, and we therefore take 
it first in order, 


BaccaraT CHEMIN DE FER, 


Six full packs of cards of the same pattern are 
used, shuffled together. The players seat themselves 
round the table. In the centre is a basket for the 
reception of the used cards, If there is any question 
as to the relative positions of the players, it is 
decided by lot. The person who draws the first 
place seats himself next on the right hand of the 
croupier, and the rest follow in succession, The 
croupier shuffies the cards, and then passes them on, 
each player having the right to shuffle in turn. 
When they have made the circuit of the table, the 
croupier again shuffles, and, having done so, offers 
the cards to the player on his left, who cuts. The 
croupier places the cards before him, and, taking a 
manageable quantity from the top, hands it to the 
player on his right, who for the time being is dealer, 
or “banker.” The other players are punters. The 
dealer places before him the amount he is disposed 
to risk, and the players “make their stakes.” Any 
punter, beginning with the player on the immediate 
right of the dealer, is entitled to “go bank,” viz. to 
play against the whole of the banker’s stake. If no 
one says “Banco” (which is the formula by which 
the desire to go bank is expressed), each player places 
his stake before him. If the total so staked by the 
seated players is not equal to the amount for the 
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time being in the bank, other persons standing round 
may stake in addition. If it is more than equal to 
the amount in the bank, the punters nearest in order 
to the banker have the preference up to such 
amount, the banker having the right to decline any 
stake in excess of that limit. 

The stakes being made, the banker proceeds to 
deal four cards, face downwards, the first, for the 
punters, to the right; the second to himself; the 
third for th punters, the fourth to himself. The 
player who has the highest stake represents the 
punters. If two punters are equal in this respect, 
the player first in rotation has the preference. Each 
then looks at his cards. If he finds that they make 
either #ine, the highest point at Baccarat, or eight, 
the next highest, he turns them up, announcing the 
number aloud, and the hand is at an end, 

If the banker’s point is the better, the stakes of 
the punters become the property of the bank. If 
the punters’ point is the better, the banker (or the 
croupier for him) pays each punter the amount of 
his stake. The stakes are made afresh, and the 
game proceeds. If the banker has been the winner, 
he deals again. If otherwise, the cards are passed 
to the player next in order, who thereupon becomes 
banker in his turn. 

We will now take the case that neither party 
turns up his cards; this is tantamount to an admis- 
sion that neither has eight or nine. In such case 
the banker is bound to offer a third card. If the 
point of the punter is baccarat (i.e. cards together 
amounting to ten or twenty, =0), one, two, three, or 
four, he accepts as a matter of course, replying, 
“Yes,” or “Card.” A third card is then given to 
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him, face upwards. If his point is already six or 
seven, he will, equally as a matter of course, refuse 
the offered card. To accept a card with six or 
seven, or refuse with baccarat, one, two, three, or 
four (known in either case as a “false draw”), is a 
breach of the established procedure of the game, 
and brings down upon the head of the offender the 
wrath of his fellow-punters; indeed, in some circles 
he is made liable for any loss they may incur thereby, 
and in others is punishable by a fine. At the point 
of five, and no other, is it optional to the punter 
whether to take a card or not; nobody has the right 
to advise him, or to remark upon his decision. 

The banker has now to decide whether he himself 
will draw a card, being guided in his decision partly 
by the cards he already holds, partly by the card (if 
any) drawn by the punter, and partly by what he 
may know or guess of the latter’s mode of play. If 
he has hesitated over his decision, the banker may be 
pretty certain (unless such hesitation was an in- 
tentional blind) that his original point was five, and 
as the third card (if any) is exposed, his present 
point becomes equally a matter of certainty. The 
banker, having drawn or not drawn, as he may elect, 
exposes his cards, and receives or pays as the case 
may be. ‘Ties neither win nor lose, but the stakes 
abide the result of the next hand. 

The banker is not permitted to withdraw any part 
of his winnings, which go to increase the amount in 
the bank. Should he at any given moment desire 
to retire, he says, “‘I pass the deal.” In such case 
each of the other players, in rotation, has the option 
of taking it, but he must start the bank with the 
same amount at which it stood when the last banker 
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retired. Should no one present care to risk so high 
a figure, the deal passes to the player next on the 
right hand of the retiring banker, who is in such case 
at liberty to start the bank with such amount as he 
thinks fit, the late banker now being regarded as last 
in order of rotation, though the respective priorities 
are not otherwise affected. 

A player who has “gone bank,” and lost, is 
entitled to do so again on the next hand, notwith- 
standing that the deal may have “ passed” to another 
player. 

When the first supply of cards is exhausted, the 
croupier takes a fresh handful from the heap before 
him, has them cut by the player on his left, and 
hands them to the banker. To constitute a valid 
deal, there must be not less than seven cards left in 
the dealer’s hand. Should the cards in hand fall 
below this number, they are thrown into the waste- 
basket, and the banker takes a fresh supply as above 
mentioned. 


Baccarat Banque. 


In Baccarat Chemin de Fer, it will have been 
noticed that a given bank only continues so long as 
the banker wins. So soon as he loses, it passes to 
avother player. In Baccarat Banque the position of 
banker is much more permanent. Three packs of 
cards,* shuffled together, are in this case used, and 
the banker (unless he retires either of his own free 
will, or by reason of the exhaustion of his finances) 


* The number is not absolute, sometimes four packs, some- 
times two only, being used; but three is the more usual 
number, 
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holds office until the whole of such cards have beet 
dealt. 

The bank is at the outset put up to auction, fe. 
belongs to the player who will undertake to risk the 
largest amount. In some circles, the person who 
has first set down his name on the list of players has 
the right to hold the frst bank, risking such amount 
as he may think proper. 

The right to begin having been ascertained, the 
banker takes his place midway down one of the sides 
of an oval table, the croupier facing him, with the 
waste-basket between. On either side the banker 
are the punters, ten such constituting a full table. 
Any other persons desiring to take part remain 
standing, and can only play in the event of the 
amount in the bank for the time being not being 
covered by the seated players. 

The croupier, having shuffled the cards, hands 
them for the same purpose to the players to the 
right and left of him, the banker being entitled to 
shuffle them last, and to select the person by whom 
they shall be cut. Each punter having made his 
stake, the banker deals three cards, the first to the 
player on his right, the second to the player on 
his left, and the third to himself; then three more 
in like manner. The five punters on the might 
(and any bystanders staking with them) win or lose 
by the cards dealt to that side ; the five others by 
the cards dealt to the left side. The rules as to 
turning up with eight or nine, offering and accepting 
cards, and so on, are the same as at Baccarat Chemin 
de Fer. 

Each punter continues to hold the cards for his 
tide so long 2s he wins, If he lose, the mext 
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hand is dealt to the player next following him in 
rotation. 

Any player may “ go bank,” the first claim to do so 
belonging to the punter immediately on the right of 
the banker; the next to the player on his left, and 
so on alternatively in regular order. If two players 
on opposite sides desire to “ go bank,” they go half 
shares. 

A player going bank may either do so on a single 
hand, in the ordinary course, or a cheval, t.e. on two 
hands separately, one-half of the stake being played 
upon each hand, A player going bank and losing, 
may again go bank; and if he again loses, may go 
bank a third time, but not further. 

A player undertaking to hold the bank must play 
out one hand, but may retire at any time afterwards, 
On retiring, he is bound to state the amount with 
which he retires. It is then open to any other 
player (in order of rotation) to continue the bank, 
starting with the same amount, and dealing from the 
remainder of the pack used by his predecessor. 
The outgoing banker takes the place previously 
occupied by his successor. 

The breaking of the bank does not deprive the 
banker of the right to continue, provided that he 
has funds wherewith to replenish it, up to the agreed 
minimum. 

Should the stakes of the punters exceed the 
amount for the time being in the bank, the banker 
is not responsible for the amount of such excess. In 
tke event of his losing, the croupier pays the punters 
in order of rotation, so far as the funds in the bank 
will extend; beyond this, they have no claim. The 
banker, may, however, in such a case, instead of 
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resting on his mght, declare the stakes accepted, 
forthwith putting up the needful funds to meet 
them. In such event the bank thenceforth becomes 
unlimited, and the banker must hold all stakes (to 
whatever amount) offered on any subsequent hand, 
or give up the bank.* 


* For the Laws of Baccarat Bangue, and some suggestions 
for play, see The Book of Card and Table Games, 


BEZIOUK. 


Bézigue is a game for two players. The piquet 
pack of thirty-two cards is used, but in duplicate, 
two such packs of like pattern being shuffled 
together. 

The players cut for deal, the Aighest card having 
the preference. The rank of the cards in cutting 
(as also in play) is as under: ace, ten, king, queen, 
knave, nine, eight, seven. Eight cards are dealt (by 
three, two, and three) to each player; the seven- 
teenth card being turned up by way of trump, and 
placed between the two players. The remaining 
cards, known as the “stock,” are placed face down- 
wards beside it. Should the turn-up card be a seven, 
the dealer scores ten. 

The non-dealer leads and the dealer plays to such 
lead any card he pleases. If he play a higher card 
(according to the scale above given) of the same 
suit, or a trump, he wins the trick; but he is not 
bound to do either, or even to follow suit. Further, 
he is at liberty to trump, even though holding a 
card of the suit led. If the two cards played are 
the same (¢.g. two nines of diamonds), the trick 
belongs to the leader. 
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The winner of one trick leads to the next, but 
before doing so he marks any points to which his 
hand may entitle him, leaving the cards so marked 
on the table, and draws one card from the top of 
the stock. His opponent draws 2 card in like 
manner, and so the game proceeds until the stock 
is exhausted. 

The holder of the seven of trumps is entitled to 
exchange it for the turn-up card, at the same time 
scoring ten for it. The holder of the duplicate 
seven of trumps scores ten for it, but gains no 
further benefit thereby. 

The game is usually 1000 up, but, as the score 
proceeds by tens or multiples of ten, this number is 
pretty quickly reached. 

At the earlier stage of the game, the player scores 
for the cards he holds in his hand ; certain cards or 
combinations of cards, duly “declared,” entitling 
him to score so many points, as under :— 


Points, 

For the seven of trumps, turned up by the 

dealer, or declared by either player . re ER fo) 
For the second seven of trumps . ; SES 
For the last (z.e. thirty-second) trick. Io 
For a Common Marriage, z.e. king and 

queen of any plain suit, declared together, 20 
Fora Royal Marriage, z.e. king and queen 

of the trump suit, declared together : ume > 
For Single Bézique (queen of spades and 

knave of diamonds) , 40 


for Double Bézique—the same combination 
again declared by same player with fresh 
cards , é : (additional) soo 

For Four Knaves (of any suits, ¢g. two 
knaves of spades and two of hearts), duly 


declared. , . + 40 
For Four Queens, duly declared ¢ ° ES 
For Four Kings, duly declared, ® . 8 
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Points. 
For Four Aces, duly declared ; ri 100 
For Sequence of five best Soe fap ten, 
king, queen, knave , 250 
Brisques—aces or tens in the tricks won by 
either player, each* . 5 ; 7 - xo 


In order to score, the cards composing the given 
combination must be all at the same time in the 
hand of the player. A card played to a trick is no 
longer available (unless a brisque) to score. 

A player can only “declare” after winning a 
trick. Having won atrick, he is at liberty to score 
any combination he may hold, laying the cards form- 
ing it face upwards on the table. If the cards 
exposed show two combinations he may declare 
both, but must elect which of them he will score, 
reserving the other till he again winsatrick. Thus, 
having king and queen of spades and knave of 
diamonds on the table, he would say, “I score 40 
for Bézique, and 20 to score.” When he has again 
won a trick, having meanwhile retained the needful 
cards unplayed, he can then score the second com- 
bination (Marriage). 

A card which has once scored cannot be again 
used to form part of a combination of the same kind ¢ 
¢.g.a queen once used to form a Marriage cannot 
again figure in a Marriage, though it may still score 
as part of a Sequence, or as one of “ Four Queens.” 
In like manner, a card which has once figured in 
“ Bézique ” cannot be used to form part of a second 
Bézique, though it may be used to score Double 
Bézique. Neither can a card which has been 

* Some players do not score 4rzsques till the close of the 


hand, The better rule, however, is to score them when the 
trick is won. : 
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declared in a given combination again be declared 
in a combination of an inferior order; e.g. if a king 
and queen have been declared as part of a Sequence, 
a Marriage cannot afterwards be declared with the 
same cards—though their having figured in a Mar- 
riage would be no bar to their subsequent use as part 
of a Sequence. 

The declared cards, though left face upwards on 
the table, still form part of the hand, and are played 
to subsequent tricks at the pleasure of the holder. 

When no more cards are left in the stock, the 
method of play alters. No further declarations can 
be made, and the only additional score now possible 
is for the brisques (aces or tens) in the remaining 
tricks (scored by the winner of the trick), with ten 
for the last trick, as before stated. 

The mode of play as to these last eight tricks is 
according to Whist rules. Each player must now 
follow suit, if he can; if not, he is at liberty to 
trump.” 


Hints For Pray. 


In the earlier stage of the game, tricks are of no 
value save in so far as they contain brisques, or 
enable the winner to “declare,” the scoring of the 
different combinations being the main object of the 
game. The player will probably at the outset find 
that he has in hand some of the component parts of 
two or more combinations ; but as he must furnish 
a card to each trick, he will be forced to abandon 


* In some circles, when the Whist tricks are reached, the ten 
reverts to its Whist rank, z.¢. below the knave, but the practice 
is not recommended. 
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the one or the other, In choosing between them, 
two points should be considered ; viz. first, the value 
of the combination, and, secondly, the prospect of 
making it. As to the last point, he may derive 
important information from the cards declared by 
his opponent. Suppose, forinstance, that he holds a 
queen of spades and two knaves of diamonds. These 
he would naturally retain at any cost, in the hope of 
making Double Bézique ; but should his adversary 
declare a marriage in spades, showing that he holds 
the remaining queen of that suit, all hope of Double 
Bézique is clearly at an end, In the case supposed, 
it would be the policy of the opponent, knowing or 
suspecting that Double Bézique was aimed at, to keep 
the queen of spades in his hand as long as he pos- 
sibly could, even at some considerable sacrifice. 

When a brisque is led, the second player should 
win the trick if he can do so without too great a 
cost, for, though a brisque only scores ten to the 
winner, the capture of the trick means a loss of ten 
to the opposite party, and practically, therefore, 
makes a difference of twenty to the score. 

Unless a brisque be led, or you have something 
to declare, pass the trick or win it with a brisque, 
The best cards to throw away are the sevens, eights, 
nines, and knaves of plain suits (other than the knave 
of diamonds, which should be retained on the chance 
of making Bézique). 

It is generally better to risk losing an ace than a 
queen or king, the two latter having the greater 
chance of scoring. 

If you chance to hold three aces at an early stage 
of the game, with no prospect of a more valuable 
combination, retain them, in the hope of drawing a 
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fourth, In any other case, make tricks with aces in 
plain suits whenever you can. 

“Sequence” cards should be kept in reserve as 
long as possible. A duplicate of a sequence card, 
though valueless for scoring purposes, should still be 
held up, as the uncertainty respecting it may hamper 
your opponent. 

Even more important than sequence cards are the 
bézique cards, After scoring Bézique, the declared 
cards should still be retained until it becomes clear 
that Double Bézique is unattainable. 

At a late period of the game, when the oppor- 
tunities for declaration are growing limited, it is 
often wise to declare (say) Double Bézique without 
previously declaring single Bézique, or Sequence 
without previously declaring a Royal Marriage. If 
you declare the smaller score, and do not again win 
a trick, you lose the larger sccre altogether. 

When the stock is nearly exhausted, take a trick 
whenever you can, as you thereby deprive the adver- 
sary of the opportunity of scoring his remaining 
cards. Note at this stage the exposed cards of the 
adversary, as you will thereby play the last eight 
tricks to greater advantage. 

In the play of the last eight tricks, your main 
object is to make your brisques, and capture those 
of the enemy. Reserve, if possible, a good trump 
wherewith to secure the last trick. 


RUBICON BEZIQUE. 


“Rubicon ” or “ Japanese” Bézique is a modifica- 
tion of the ordinary game, which has for some years 
found much favour in Paris. In 1887, a code of 

B 
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laws, which we append, was drawn up by a com- 
mittee of the Portland Club, and Rubicon Bézique 
may now be regarded as the standard game. 

Four packs, of like pattern and shuffled together, 
are used. The cards rank as at ordinary Bézique ; 
but zine instead of eight cards are dealt, singly or by 
threes, to each player. There is no “turn-up,” the 
first “marriage” scored determining the trump 
suit. If a “sequence” be declared and scored 
before any marriage, such sequence determines the 
trump suit. 

The scores at Rubicon Bézique are as under:—~ 


Carte Blanche (a hand without a single court 
card) * >". : - E 
Marriage in plain suits 
Marriage in trumps + 
Sequence in plain suits 
Sequence in trumps 
Single Bézique . 
Double Bézique . 
Treble Bézique . 
Quadruple Bézique 2 Z 
Four Knaves (irrespective of suit) 


5° 


Four Queens + 60 
Four Kings 7 F 80 
Four Aces 5 100 


For the last trick . ° ° 


we ete te, © «ee 66 Ge 6. ¢ 
8 


50 


The procedure as to playing and drawing is the 
same as at ordinary Bézique, save that the tricks are 


* Carte blanche is scored at the outset of the game, and 
before the player has drawn a card. He must prove his 
sitle by exhibiting his nine cards, one after another (as 
rapidly as he pleases), face upwards on the table. Should the 
first card he draws not be an honour, he may show the card, 
and again score carte blanche, and so on, as often as this may 
happen ; but carte blanche cannot bei cored after the player hag 
once held a court card. 

+ The first marriage scored is necessarily in trumps. 
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left face upwards in a heap between the player 
until a brisque is played, when the winner of the 
trick takes them up, and turns them face down- 
wards, near himself. The value of each brisque is 
ten points, but they are not scored till the close of 
the game, and in certain events (see post) may not 
be scored at all. 

Only one declaration can be scored at a time, and 
that only (save in the case of carte blanche) by the 
winner of a trick ; but if, on the cards exposed, the 
player has more than one combination to score, he 
may score whichever he prefers, at the same time 
calling attention to his further claim by saying, 
“And to score.” A player is not bound to 
declare any combination, even when exposed upon 
the table, unless he thinks fit. If he is compelled 
to play a card of the combination before he has 
actually scored it, the right to score is at an end. 

A card declared in a given combination may not 
again be declared in an inferior combination of the 
same class—e.g. a king and queen declared in 
Sequence cannot be afterwards made available to 
score a Royal Marriage. The same card may, how- 
ever, be used in conjunction with a new card or 
cards to form, not merely a combination of the same 
kind, but the same combination over again.* Thus, 
if Four Queens have been declared, the player may 
play one of them, and, when he next wins a trick, 
add a fifth queen to the three left on the table, and 
again score four queens. 

If a combination, duly scored, is broken up, one 


* It will be observed that this rule is directly contrary to that 
prevailing at ordinary Béziqus, 
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or more cards must be substituted, either from the 
cards upon the table or from the hand of the player, 
to entitle him to a fresh score. There is an appa- 
rent exception to this rule in the fact that, if a 
player has declared two independent marriages in 
the same suit, and all four cards are on the table 
simultaneously, he may make two more declarations 
of marriage with the same cards. In truth, how- 
ever, this merely follows the rule. King 1 (already 
“married”? to queen 1) may again be married to 
queen 2; and king 2 (already married to queen 2) 
to queen 1 in like manner. 

A player who has two or more declarations to 
score may elect which he will score first, the other 
remaining in abeyance; ¢.g. a player having de- 
clared Four Kings, including the king of spades, and 
subsequently declaring Bézique (the king of spades 
still remaining on the table) would ipso facto become 
entitled to score a Marriage, royal or ordinary, as 
the case might be. We will suppose the former. 
In such a case, he would say, “I score forty, and 
forty for marriage to score.” This declaration 
should be repeated, by way of reminder, after each 
trick, till actually scored. If, in the meantime, the 
player becomes entitled to score some other com- 
bination, he may, on winning a trick, score the 
latter in preference to the one previously declared, 
still keeping this in reserve. The mere fact of 
having declared a given combination “to score ” 
does not preserve the right to score it, if in the 
meantime the declarant either plays one of the 
cards composing it or makes use of them to score 
some higher declaration of the same class, 

The last nine tricks are played like the last eight 
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in the ordinary game ; but the winner of the last 
trick, instead of 10, scores 50. 


How tHe Score 18 DEALT WITH. 


The game is complete in one deal, and is won by 
the player who scores most points, according to the 
foregoing table, exclusive of brisques. These latter 
are only taken into account where the scores are 
otherwise equal. If, after the addition of the 
brisques, the scores are still equal, the game is 
drawn. 

There is one other case in which the brisques are 
reckoned. The score of 1000 points is known as 
the “Rubicon,” and a player not reaching this 
score is “rubiconed.” In this case, also, each player 
adds in his brisques ; and if the score of the loser 
is thereby brought up to 1000, he “saves the 
rubicon.” 

Assuming that the rubicon is saved, the score of 
the loser is deducted from that of the winner, 
fractions of a hundred being disregarded in both 
cases. To the difference are added S00 points for 
game, and the total is the value of the game, the 
stakes being usually so much per hundred points. 
If it happen that the difference between the two 
scores is less than 100, it is reckoned at that figure, 
making, with the 500 for game, 600. Thus, if the 
respective scores are, A, 1510; B, 1240; A wins 
1500—1200+500=800. If A’s score were 1550, 
and B’s 1520, A would win 100+ 500 = 600, 

If B is rubiconed, the value of the game is com- 
puted after a different method. The points made 
by him (still disregarding fractions of a hundred) 
instead of being subtracted from, are added to the 
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score of the winner, who is further entitled to 1000 
for the game and 300 for brisques.* Thus, if A has 
won 1320, and B 620, the value of A’s game will 
be 1300 + 600 + 1000 + 300 = 3200. 

If the rubiconed player has scored less than 100, 
that amount (100) is added to the score of the other 
player, as well as the 1000 for game and 300 for 
brisques, as before mentioned. 


THE LAWS OF RUBICON BEZIQUE. 


SHUFFLING. 


1.—Rubicon Bézique is played with four packs of 
thirty-two cards, shuffled together. 

2.—Each player has a right to shuffle the pack. 
The dealer has the right of shuffling last, 

3.—The pack must not be shuffled below the 
table, nor in such manner as to expose the faces of 
the cards, 

CuTTING, 


4.—A cut must consist of at least five cards, and 
at least five must be left in the lower packet. 

§.—The cards rank as follows, both in cutting 
and in playing: ace (highest), ten, king, queen, 
knave, nine, eight, seven (lowest). 

6.—The player who cuts the higher card has 
choice of deal, seats and markers. The choice 
determines both seats and markers during the play, 

7.—If, in cutting for deal, a player expose more 
than one card, he must cut again, 


* Roughly, the value of all the brisques in the four packs. 
There are actually 32, which at ten each would be 320 ; but as 
the odd 20 are not recloned, this reduces the value to 300. 
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8.—The cut for deal holds good even if the pack 


be incorrect. 
g.—If, in cutting to the dealer, or in reuniting 
the separated packets, a card be exposed, or if tnere 
be any confusion of the cards, there must be a fresh 
cut. 
DEaLine. 


10.—The dealer must deal the cards by one at a 
time, giving the top card to his adversary, the next 
card to himself, and so on; or by three at a time, 
giving the top three cards to his adversary, the next 
three to himself, and so on; until each player has 
nine cards, The undealt cards (called the “stock ”’) 
are to be placed face downward, in one packet, in 
the middle of the table, to the left of the dealer. 

11.—If the dealer deal the cards wrongly, he may 
rectify the error, with the permission of his adver- 
sary, prior to either player having taken up any of 
his cards. 

12,—If, after the deal, and before the dealer has 
played to the first trick, it be discovered that either 
player has more than nine cards there must be a 
fresh deal. If it be similarly discovered that either 
player has less than nine cards, the deal may be 
completed from the top of the stock by mutual 
agreement, otherwise there must be a fresh deal. 

13.—If the dealer expose a card belonging to his 
adversary or to the stock, the aon-dealer has the 
option ot a fresh deal. If the dealer expose any of 
his own cards, the deal stands good. 

14.—If a faced card be found in the pack before 
the play of the hand has begun, there must be a 
fresh deal, 
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Carre Briancue. 


15.—If a player have a hand dealt him without 
king, queen or knave, he may declare carte blanche 
before playing a card. Carte blanche must be 
shown by counting the cards, one by one, face 
upward, on the table. 

16.—If, after playing a card, a player who has 
declared carte blanche draw a card other than king, 
queen or knave, he is entitled to declare another 
carte blanche on showing the card drawn to his 
adversary ; and so on after every card drawn, until 
he draws a king, queen or knave. 


PLayYINc. 


17.—If a player play with more than nine cards 
he is rubiconed ; but the amount to be added to his 
adversary’s score is not to exceed nine hundred, ex- 
clusive of the thirteen hundred for a rubicon game. 

18.—If both players play with more than nine 
cards, the game is null and void. 

19.—If a player play with less than nine cards, 
che error cannot be rectified. He is liable to no 
penalty ; his adversary wins the last trick. 

20.—If both players play with less than nine 
cards, the deal stands good, and the winner of the 
last trick scores it. 

21.—If one player play with more than nine 
cards, and the other with less than nine, the deal 
stands good. The player with more than nine cards 
is rubiconed (as provided in Law 17), and neither 
player scores the last trick. 

22.—If a faced card be found in the stock after 
the play of the hand has begun, it must be turned 
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face downward, without altering its place in the 
stock. 

23.—A card led in turn may not be taken up 
after it has been played to. A card played to a 
trick may not be taken up after the trick has been 
turned, or after another card has been drawn from 
the stock; but if two or more cards be played 
together, all but one may be taken up; and cards 
accidentally dropped may be taken up. 

24.—A card led out of turn must be taken up, 
unless it has been played to. After it has been 
played to, it is too late to rectify the error. 

25.—-A player who wins a trick containing a 
brisque should at once take up all the played cards 
on the table, and turn them face downward near 
himself. If he fail to do so, his adversary is entitled, 
as soon as he has won a trick, to take up all the 
played cards on the table. Tricks turned may not 
be looked at (except as provided in Law 27). 

26.—The stock may be counted, face downwards, 
at any time during the play. A player counting the 
stock should be careful not to disturb the order of 
the cards. 

27.—A player may not count the brisques in his 
tricks so long as more than twelve cards remain in 
the stock. 

Drawine. 

28.—If the winner of a trick see two cards when 
drawing from the stock, he must show the top card 
to his adversary. 

29.—If the loser of a trick draw the top card of 
the stock and see it, he must restore the card drawn 
in error, and must show the next card to his adver- 
sary ; but, if the loser of a trick draw the top card, 
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and the winner draw the next card and see it, it is 
too late to rectify the error, and the players retain 
the cards erroneously drawn. 

30.—If the loser of a trick, after the winner has 
drawn, see two cards when drawing from the stock, 
his adversary has choice of the two cards of the 
following draw, and is entitled to look at both before 
choosing. If he choose the second card, he need 
not show it. 

31.—If a player see several cards when drawing 
from the stock, his adversary has choice of the two 
cards of the following draw, and then of the cards 
of the next draw; and so on, as long as any card 
which has been seen remains undrawn; and he is 
entitled to look at the cards before choosing. 

32.—If there be an odd number of cards in the 
stock, the last card is not drawn. 


DEcLaRING. 


33.—Declared cards must be placed face upward 
on the table separate from the tricks, and (except in 
the case of carte blanche) must remain there until 
played, or until the stock is exhausted. 

34.—If a declared card be played, and a card 
which restores any scoring combination or combina- 
tions be substituted, these combinations may be 
declared again. 

35.—If a player declare more thai one marriage 
in the same suit, he may declare a fresh marriage 
whenever he plays one of the declared cards, 30 
long as a king and queen remain on the table. 

36.—A player who has declared marriage may 
afterwards add the ace, ten, and knave of the same 
suit as the marriage, and declare sequence ; or he 
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may declare sequence without first declaring the 
marriage. 

37.—A king or queen, once declared in sequence, 
cannot be afterwards used to form part of a marriage ; 
but a player, having declared sequence, may declare 
marriage with a fresh king and queen of the same 
suit. 

38.—Bézique combinations may be declared 
separately, and may be afterwards united to form 
a superior combination ; or single, double, or triple 
bézique may be added to any already declared com- 
bination, to form a superior one ; or, double, triple, 
or quadruple bézique may be at once declared, 
without having been previously declared separately. 
Bézique cards once declared in a superior bézique 
combination cannot be afterwards used to form part 
of an inferior one; but they may be used to form 
part of equal or superior combinations with a sub- 
stituted card, or with added cards, or with both. 

39.—A player who has cards on the table with 
which he might form a scoring combination, is not 
bound to declare it. 


Scorinec. 


40.—A player declaring— 


Carte Blanche A > ° ° scores 50 
Marriage in trumps 5 ‘ ; ee 40 
Marriage in plain suits , e ° »» 20 
Sequence in trumps 3 ‘ A 75 250 
Sequence in plain suits . . 6 5 150 
Bézique . : . ° 2 9 40 
Double Bézique . i fi ‘ an 500 
Triple Bézique . ° . ° Et EOO 
Quadruple Bézique ° ° ° »» 4500 
Four Aces . ° . ° * Xoo 
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Four Kings . ° ; F e scores 86 
Four Queens ' A ° ° ” 
Four Knayes ° . ° ° ” 40 


41.—The first marriage scored makes the trump 
suit. If no marriage has been scored, the first 
sequence scored makes the trump suit. 

42.—A player can only score a declaration on 
winning a trick and before drawing, except in the 
case of carte blanche, which is scored before playing, 
aad independently of winning a trick. 

43.—Only one declaration can be scored at a 
time ; but if a player declare a carte blanche which 
contains four aces, he may also score four aces if he 
win the trick, notwithstanding that he has already 
scored carte blanche. 

44.—If the winner of a trick have two or more 
declarations to score, he may choose which he will 
first score. On winning another trick, he may 
similarly choose which of the remaining declara- 
tions he will score, or he may make and score a 
fresh declaration, and leave any unscored declara- 
tions still to score on winning another trick. 

45.—A player who has a declaration to score 
should repeat after every trick what he has to score. 
He may score it at any time on winning a trick, and 
before drawing. 

46.—If a player who has a declaration to score 
play a card of the combination before scoring it, he 
loses the score. 

47.—If a player have a marriage to score, and, on 
winning a trick, add to the marriage the ace, ten, 
and knave of the suit, and score sequence, he loses 
the score for the marriage. 


48.—If a player have an inferior bézique com- 
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bination to score, and, on winning a trick, add to the 
bézique combination cards which form a superior 
bézique combination, and score the superior com- 
bination, he loses the score for the inferior one. 

49.—A player who has a declaration to score is 
not bound to score it, 

50.—If a player erroneously score a declaration 
which does not constitute a scoring combination, 
and the error be not discovered before a card of the 
next trick has been played, the score marked stands 
good; and so on for all subsequent scores similarly 
marked before the discovery of the error, 

51.—If an error in marking the score be proved, 
it may be corrected at any time during the game. 

52.—No declaration can be scored after the stock 
is exhausted. 

Tue Last Nine Tricks. 


53.—The winner of the last trick adds fifty to the 
score, 

$4.—The winner of the last trick is bound to 
score it (except as provided in Law 21). 

55.—If, during the play of the last nine tricks, a 
player fail to follow suit when able, or fail to win 
the card led when able—-on detection of the error, 
the card erroneously played, and all cards subse- 
quently played, must be taken up and replayed. 
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Computinc THE Game, 


56.—The brisques (aces and tens) score ten each to 
the player having them in his tricks ; but the brisques 
are only taken into account as provided in Laws 60 
and 61, 

57.—The winner of the game deducts the score 
of the loser from his own (excluding fractions of a 
hundred), and the difference, with five hundred 
added for the game, is the number of points won. 
If the difference between the scores be less than a 
hundred, the winner adds a hundred to the score of 
five hundred for the game. 

58.—If the loser fail to score a thousand, he is 
rubiconed. ‘The winner, whether his score reach a 
thousand or not, adds the score of the loser to his 
own (excluding fractions of a hundred) and the sum, 
with thirteen hundred added for the game, is the 
number of points won, 

59.—If a player who is rubiconed has scored less 
than a hundred, the winner adds a hundred to his 
score, in addition to the score of thirteen hundred 
for the game. 

60.—If the loser of a game fail to score a thousand, 
but have in his tricks a sufficient number »f brisques 
to bring his total score to a thousand he is not 
rubiconed. Each player adds his brisques to his 
score, and the game is computed as provided in 
Law 57. 

61.—If the scores be so nearly equal that the 
brisques must be taken into account in order to 
decide who wins the game, and the loser be not 
rubiconed, each player adds his brisques to the score, 
and the game is then computed as provided in 
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Law 57 ; but if the loser be rubiconed, the brisques, 
though taken into account in order to decide who 
wins the game, are not added to the scores, and the 
game is computed as provided in Law 58. In the 
case of a tie after adding the brisques, the game is 
null and void. 

TIncorrect Packs. 


62.—If a pack be discovered to be incorrect, 
redundant, or imperfect, the deal in which the 
discovery is made is void, All preceding deals 
stand good. 

63.—If a card or cards which complete the pack 
be found on the floor, the deal stands good. 


Cuancinc Carns. 


64.—Before the pack is cut to the dealer, a player 
may call for fresh cards at his own expense. He 
must call for four fresh packs. 
65.—Torn or marked cards must be replaced, or 
fresh packs called for at the expense of the two 
players. 
BysTanpeErs. 


66.—If a bystander call attention to any error or 
oversight, and thereby affect the score, he may be 
called on to pay all stakes and bets of the player 
whose interest he has prejudicially affected, 


BLIND HOOKEY. 


Tue players, of whom there may be any number, 
cut for deal, the lowest having the preference. The 
pack is then shuffled by the player on the dealer’s 
right hand, and afterwards, if he so please, by the 
dealer himself, after which it is cut by the right- 
hand player. The two halves are then re-united, 
and the pack is passed to the player on the left of 
the dealer, who cuts from the top a small quantity 
of cards (not less than four, nor more than his due 
proportion of the pack). The pack is then passed 
to the next player, who cuts a similar portion, and 
so on round the circle, the cards left belonging to 
the dealer. No one looks at his cards, but makes 
his stake on pure speculation; hence the name 
“blind” hookey. The dealer then turns up his 
cards, and shows the bottom one; the other players 
do the same. Each player holding a higher card 
than that of the dealer receives the amount of his 
stake ; all below or equal pay the dealer, This is 
repeated until a hand occurs in which the dealer is 
a loser all round, when the deal is at an end, and 
the next player deals. 

A second method is as under: The cards having 
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been shuffled and cut, the dealer cuts them into 
three portions. Two of these are for the company, 
the third for himself. The other players place their 
stakes on whichever two packets they please, the 
rejected packet being taken by the dealer.* The 
stakes having been made, the cards are turned up, 
and the players receive or pay as the bottom cards 
of their packets prove to be higher or lower than 
that of the dealer. 


* As a matter of fact, this arrangement is no guarantee what- 

ever against pre-arranged fraud. For the methods employed 

card-sharpers at this game, see Les Filouteries du jeu 
(Cavaillé) Tit. ‘‘ Les Petits Paquets, ’ 


CRIBBAGE. 


Crispace is primarily a game for two players, though 
it may also be played by three, or even four persons ; 
in the latter case, two playing against two, as at 
Whist. Of the two-handed game there are three 
varieties, known, from the number of cards dealt to 
each player, as “ five-card,” “six-card,” and “seven- 
card” cribbage. The number of points to be made 
in the first case is 61; in the second, 121 ; and in 
the third, 181. If the loser has made less than half 
the specified number of points, he is “lurched,” and 
pays double the agreed stake. 


Cribbage Board. 


The score is marked by means of pegs of ivory or 
bone, on a special board, as depicted above. It will 
be observed that there is on either side of the board 
a double row of holes, thirty in each, divided, for 
convenience in counting, into sets of five. The 
board is placed cross-wise between the players, and 
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both start from the same end (which should be that 
to the left of the first dealer), each travelling up the 
outer and down the inner row (once round in the 
“ five-card,” twice in the “six-card,” and thrice in 
the “seven-card” game), terminating with the 
“game-hole” at the end from which they started. 
In scoring, the hinder peg for the time being is 
advanced the requisite number of points beyond the 
foremost. 

We will commence with the five-card game. 

The pack of fifty two cards is used, and the 
players cut for deal, the lowest dealing. For this 
and for “sequence” purposes, the cards rank in 
regular order from ace (lowest) up to king (highest), 
but in counting court cards count as tens. 

The pack having been shuffled, the non-dealer 
cuts, and his opponent deals, one at a time, five cards 
to each player. Meanwhile the non-dealer scores 
three holes, known as “three for last,” and regarded 
as a set-off for the advantage of first deal. The 
undealt portion of the pack is placed face down- 
wards between the players. Each player now “lays 
out” two of his cards (placed face downwards to the 
right hand of the dealer) to form what is called the 
“crib.” The principles which govern the “lay out” 
will be discussed later. 

The crib having been laid out, the non-dealer 
cuts, by lifting off the upper half of the pack. The 
dealer turns up the card left uppermost and places 
it on the top of the pack. This card is known as 
the “start.” Should it chance to be a knave, the 
dealer is entitled to “two for his heels,” and scores 
two points. 

The score depends partly upon the course of play, 
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and partly upon the player’s holding certain com- 
binations of cards. These latter are scored at the 
close of the hand. 

The scores which may be made in course of play 
are as under :— 

Pairs.—A player playing a similar card to the 
card last played by his adversary (as a king to a king, 
or a seven to a seven) is entitled to score two for a 
pair® 

Parrs-royat.—If the first player in the case last 
supposed can follow with a third card of the same 
description, he scores six for a pair-royal. 

Doustez Parrs-royat.—If the second player replies 
with a fourth card of the same description, he scores 
twelve for a double pair-royal, 

Sequences, or Runs.—Three or more cards of any 
suit but forming a regular numerical succession (as 
two, three, four; knave, ten, nine), count one for 
each card to the last player. The sequence need 
not be played in regular order, so long as the cards 
exposed for the time being form an unbroken series. 
Thus, suppose that A plays a five, and Ba four, If 
A now plays either a six or a three, he is entitled to 
score a run of three(three points). We will suppose 
that he plays a three. If B can play either a six or 
a two, he will be entitled to score four; and if A 
can then add another card at either end, he will 
score five. Suppose, again, that A has played a five 
and a three, and B a two anda six. If A now plays 
a four, he is entitled to score five for the complete 
sequence. The highest number that can be scored 

* Court cards, though they all count as of the same value— 


i.e. ‘ten’ —retain their distinctive rank for pairing purposes. 
Thus a knave can only be paired with a knave, and so on, 
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for sequence is seven, for ace, two, three, four, 
five, six, seven. Ace, king, queen, do not count as 
a sequence, 

Firreen or Tuirty-onz.—A player whose card 
makes, with those already exposed, the number 
fifteen, scores two. If either player makes thirty-one, 
he scores two in like manner. If, when the cards 
on the table approach thirty-one, the player whose 
turn it is can go no further without passing that 
number, he says, “Go.” His opponent then plays 
any other card or cards up to that limit. If they 
make thirty-one exactly, he scores two; if not, he 
scores one for “last card,” i.e. the last card played. 
This (at five-card cribbage) terminates the hand. 

The hand being over, the players, beginning with 
the non-dealer, proceed to “show,” i.e. turn up 
their cards, and reckon how many points they may 
contain conjointly with the turn-up card, which is 
regarded as belonging, for this purpose, to the hand 
of each player, as also to the “‘crib” of the dealer. 
The first point noted is the ffteens they may contain, 
two points being reckoned for each, and the cards 
being combined in every possible way to make that 
number. Thus three fives and a ten or court card 
make (apart from their value under other aspects) 
four fifteens (technically spoken of as ‘“‘fifteen 
eight” *), each of the fives forming one fifteen with 
the ten, and the three fives united forming another. 

The next thing to be noted is the presence of any 
pairs, pair-royal, or double pair-royal. Thus, in the 


* A single fifteen Is spoken of as fifteen two, two fifteens as 
fifteen four, three as fifteen six, and so on. Four (fifteen eight) 
is the largest number of fifteens that can be made with four 
cards. 
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case supposed, the player, after claiming “fifteen 
eight,” would go on to say “and six for a pair-royal, 
fourteen.” 

If all the three cards in the hand are in sequence 
(independent of suit), three points are reckoned for 
this, or if the three form a sequence with the turn- 
up card, four, 

If three of the cards are in sequence, and the 
fourth is a duplicate of one of them, such fourth 
card is regarded as making a fresh sequence with the 
other two, the “double run,” as it is called, scoring 
six points. Besides this, the holder is entitled to 
two for his “‘ pair” (the two duplicate cards), bring- 
ing the total value (irrespective of “fifteens””) up to 
eight. 

Where (as in crib at five-card, or hand or crib at 
six-card Cribbage) five cards have to be reckoned, 
1t may happen that three are in sequence, and that 
the other two are duplicates of one of them. In 
this case they constitute a treble run of three (nine 
points) and a pair-royal (six points), total fifteen. 

If the three cards of the hand are all of one suit, 
the player scores three points for a flush, If the 
turn-up is of the same suit, four points. 

If the hand chance to contain a knave of the same 
suit as the turn-up card, the holder is entitled to score 
one point, “for his nob.” 

The non-dealer having scored his points, as above 
indicated, the dealer proceeds to score any points, 
first in his hand, and then in the crib, in like manner. 
There is only one distinction, viz., that, in counting 
crib, a flush is not reckoned unless the “start” is of 
the same suit as the rest. In this case the flush is 
worth five points (one for each card), 
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The following table indicates the method of 
counting some of the more important combinations 
(including the start) of the hand at five-card 
Cribbage :— 

Points, 
Four fives (Fifteen eight and a double pair-royal) . 20 
Three fives and a ten Gay eight and a pair- 
royal) . 3 : - . c . 4 
Two fives, a four, and a six Fifteen four, pair, 
Two fours, a five, and a six } and double run of 
Two sixes, a four, and a five) three 6 A . «2 
Three threes and a nine 
Three sixes and a nine 
Three sixes and a three 
Three sevens and an eight 
Three eights and a seven 
Three nines and a six 
Three sevens and an ace 
Two eights, a six (or nine), and a four, 


Fifteen six and a pair 
roval . . + I2 


seven pair, and 
Two sevens, a six, and an eight double run 
Six, five, and two fours of three. . 12 
Two fives and two tens or court eards ¢ like 


denomination (fifteen eight and two pairs) . I2 
Two nines and two sixes (/7/teen eight, and two 
pairs) . : 12 
Two fives, a ten, and a court card (Fifteen “eight 
and a pair) c Io 
Two sixes, a seven, and an eight (Fifteen two, pair, 
and double run of three) . 10 


A five and any three court cards” in sequence, or 
ten knave, queen (fifteen stx and run of three). 9g 
A five and three court cards, or a ten and court 
cards, in sequence (/%/teen six and run of three) g 
Any sequence of three cards, with a duplicate of 
one of them, but no ‘‘ fifteen” (Pazr and double 
run of three) . . . . . Jt 


Where the four cards of the hand (or all four of 
the crib, and the start) are of the same suit, the 
value of the flush (four or five, as the case may be) 
must be added. Where either includes a knave of 
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the same suit as the start, one “for his nob ’ will be 
scored in addition. 

A study of the foregoing table should be a material 
aid to the player in discarding for “crib.” If he is 
dealer, he desires the crib to be as productive as 
possible ; if non-dealer, the reverse. On the other 
side, he desires to retain such cards as shall be likely 
to score best in his hand, and these two objects 
frequently clash. It is therefore, important to know 
which to prefer. 

We will first examine the question from the 
dealer’s point of view. Both hand and crib belong 
to him, but the hand consists (including the start), 
of four cards only, while the crib has five. The 
possible combinations of five cards are so numerous 
that space will only permit us to give examples of a 
few leading hands. The highest possible score is 
twenty-nine, which is made by three fives and a 
knave, with a fourth five, of the same suit as the 
knave, turned up by way of start.” 

The mode of reckoning is as follows: the four 
fives, in four combinations of three, score fifteen 
eight. Each of them again scores a fifteen in con- 
junction with the knave, making eight more. To 
these are added twelve for the double pair-royal, and 
“one for his nob,” making twenty-nine. 


Two fives, two fours, and a six 
Two fives, two sixes, and a four 2 
Two fours, two sixes, and a five pairs,andarun 


: of three four 
elias two eights, and a times repeated, 24 


Fifteen eight, two 


* If the knave and start be of different suits, the score ig 
twenty-eight. With four fives in the crib, and the knave turned 
up, the value of the show will be twenty-eight only, but the 
dealer will already have scored ‘‘ two for his heels,”’ so that the 
total value is thirty, 
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Four threes and a nine (fifteen twelve and a 
double pair-royal) 24 

Three fives, a four, and a six (Fifteen eight, a | pair. 
royal, and run of three thrice repeated) , ou 2g 

Three fours, a five, and a six 

Three sixes, a four, anda five | Fifteen six, a 

Three sevens, an eight, and a| fatr-royal, and 


nine run of three 
Three eights, a seven, and a| J¢hrice repeated, 2% 

nine 
Four twos and a ia Fifteen eight and a double 
Four threes andasix) patr-royal > + 20 
Two sixes, two sevens, and an 

eight Fifteen four, two 
Two sevens, an eight, and two| pairs, and run 

nines of three four 
Two eights, a seven, and two times repeated , 20 


nines 
Three tens, or court cards of 
like denomination, and two} Fifteen twelve, 
fives pair-royal, and 
Three threes amd two nines pair 3 20 
Three sevens and two aces 
Three threes and two sixes * (Fifteen ten, Pair and 


patr-royal) , 5 18 
Three fours, three, and five (Fifteen "fw, " pair- 

royal, and run of three thrice repeated) . 17 
Three tenth cards in sequence and two fives (Fifteen 

twelve, pair, and run of three) + : II 


Any three cards in sequence, with duplicates of 
two of them, but no “‘ fifteen '’ (Two pazrs and 
run of three four times repeated) A 16 

Any three cards in sequence, with one of them 
thrice repeated, but no ‘‘fifteen" (Pazr-royal 
and run of three thrice repeated , f eas 


As for combinations of minor value, their name is 
legion. 


* The score is made up as follows. Each of the sixes com- 
bines with each nine to make a fifteen, giving fifteen four. 
Again, each of the threes combines with the two sixes, bringing 
the score to fifteen ten. The pair and pair-royal make it 
eighteen. 

+ If the three tenth cards make neither pair nor sequence, the 
score will be fourteen only. 
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With four cards only, the general average is very 
much lower, as will have been seen from the table 
on p. 39. 

A comparison of the foregoing tables show that 
the crib at five-card Cribbage is likely to be much 
more important than the hand, and this furnishes us 
with a safe principle for the guidance of the player 
in laying out. In the case of the dealer, he should 
lay out for crib such cards as are most likely to form 
valuable combinations, even though he may, to some 
extent, sacrifice the scoring value of his hand. Con- 
versely, it is to the interest of the non-dealer to lay 
out such cards as are likely to “ bauik the crib,” as 
it is termed, even though he may to some extent 
injure his own hand indoing so. On close examina- 
tion of the tables, it will be found that the cards 
most likely to help the crib are pairs. If the other 
three cards chance to be in sequence, they are worth, 
standing alone, three only, but the addition of 
duplicates of either of the series will bring their 
value (for runs and pair-royal) up to fifteen, in- 
dependently of any other points they may contain. 
Or suppose, with six as start, that the dealer has 
thrown out a four and a five, these are worth five 
only ; but if the non-dealer had been rash enough 
to throw out a pair, either of fours or sixes, the score 
would run up to twenty-one, If the non-dealer had 
thrown out a pair of fives, it would have been twenty- 
three. 

Next to a pair, two cards forming a fifteen, or 
two cards in sequence, are most likely to help the 
crib, and should therefore be preferred by the dealer, 
and eschewed by the non-dealer—the more 30, if 
they chance to answer both conditions—e.g. aseven 
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and eight. Next to cards in sequence come cards 
only one or two points apart, as the cards of the 
opposite player may fill up the gap, and convert 
them into sequence cards, Of single cards, a five is 
the most likely to score, inasmuch as there are six- 
teen tenth cards to four of any other denomination, 
and the chances of its forming part of one or more 
fifteens are therefore considerable, The cards which 
are least likely to make for crib are king and ace, 
inasmuch as nothing save queen, knave can convert 
a king into a sequence card, and nothing save a two 
and three can convert the ace into a sequence card. 
The best cards for the non-dealer to throw out are 
therefore a king or ace, and some second card so far 
removed from the first that the two cannot form 
part of the same sequence. King or queen, with 
nine, eight, seven, six, or ace, are good ‘“‘ baulking ” 
cards ; likewise two or ace, with seven, eight, nine, 
or ten. The non-dealer should never throw out a 
knave if he can help it, as the start may cause it to 
score a point for “nob,” Jn like manner, the non- 
dealer should avoid laying out two cards of the same 
suit, as he thereby runs the risk of a flush in crib. 
In the play of the hand the guiding principle 
should be to give to the adversary the fewest possible 
opportunities of scoring. Bearing this in mind, it 
will be seen that the best card to lead at the outset 
is an ace, two, three, or four, as the second player 
cannot make fifteen, and the chance of doing so will 
revert to the first player. A five, on the other hand, 
is a very bad lead, inasmuch as, from the greater 
number of tenth cards in the pack, it gives the 
second player the best possible opportunity of 
making fifteen. If the leader holds duplicates of 


44 CRIBBAGE 


ace, two, three, or four, one of them is a very good 
lead ; for if the second player should pair, the leader 
will have the opportunity of making a pair-royal. 
Failing pairs, if the leader hold two cards which 
together make five, i.e. two and three, or ace and 
four, it is good to play one of them, when, if the 
adversary play a tenth card, the leader will be 
enabled to make fifteen. Likewise, if the leader 
hold a six and a three, a four and a seven, or a three 
and a nine, the first card of the couple is a safe lead, 
for if it is paired, the second will make fifteen. On 
the other hand, should the second player play a 
tenth card to the lead, the first player may pair it 
with perfect safety, for no pair-royal can be made 
without overpassing the limit, thirty-one. 

As regards the second player, he will generally do 
well to make fifteen if he can. If a low card, ie. 
a four or less, has been led, he has no choice, in the 
majority of cases, but to leave the fifteen to his 
adversary ; but he should carefully avoid playing 
such a card as will enable the adversary to score not 
merely the fifteen, but a pair or sequence in addition. 
On a four led, for instance, it would be very unwise 
to play either a six or a five, as in such cases respec- 
tively, a five or six played by the first player would 
give him both fifteen and a sequence. On a three 
it would be equally wrong to play a six ; on a seven 
a four ; on a nine a three, or on an ace a seven ; for 
a like card played by the first player would give him 
both fifteen and a pair. Again, it is in general un- 
wise for second player to play a close card (i.¢. next 
or next but one to the lead), as he thereby gives the 
adversary the chance of a “run.” If he is in ® 
position to continue the run, he may of course play 
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« close card with impunity. The points of “ five” 
and “twenty-one” are to be avoided, as a tenth 
card played by the adversary will in such case make 
him fifteen or thirty-one. Similarly, it is bad play 
to make fourteen or thirty (é.¢. one short of fifteen 
or thirty-one) with an ace; to make thirteen or 
twenty-nine (two short) with a two; twelve or 
twenty-eight with a ¢érees eleven or twenty-seven 
with a four; asin either of such cases, should the 
adversary be able to pair, he will thereby score four 
holes. The only exception is where the player 
chances to hold two deuces or aces, in which case it 
will be worth while to make twenty-nine or thirty 
respectively with one of such cards, on the chance 
of the opponent holdimg no deuce or ace, in which 
case the first player will himself gain the advantage 
of the double score. 

Some discretion is needful in pairing the card first 
led, as the first player may be aiming at a pair-royal, 
and the temporary gain of two points may be counter- 
balanced by six to the adversary. Where, however, 
the player holds two of the card led, it may be 
paired without hesitation, The chances are much 
against the dealer’s being in a position to make a 
pair-royal, and if he should, it can be capped (unless 
the card be over seven) by the double pair-royal of 
the last player. 

A further point to be considered, in deciding 
whether to make a pair or sequence, is the state of 
the score. It is calculated that the non-dealer, at 
five-card cribbage, should make, on an average, six 
in hand and play; the dealer e/even, or a shade 
more, in hand, play, and crib. When each has 
dealt once, they should stand abreast at seventeen 
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to eighteen, and so on throughout the game, The 
player who has maintained this average is said to be 
“home,” and a player who is in this condition at an 
advanced state of the game, should run as few risks 
as possible ; should avoid pairing, play wide cards to 
avoid sequences, and so on. ‘This is known as 
“ playing off.” If, on the other hand, he is behind 
his proper position, his chance of winning will 
depend, in a great degree, on his making more than 
the average number of points in play. In such case, 
he should embrace every opportunity of making a 
fifteen, a pair, or a sequence, even at the risk of 
giving opportunities to the enemy. This is known 
as “playing on.” As there are sixteen tenth cards 
in the pack, and ten out of fifty-two are dealt, the 
probabilities are in favour of the players holding 
originally three between them, and this probability 
should be borne in mind, as the so doing will often 
help the player to a thirty-one. Suppose that the 
leader starts with queen, and that the other player 
has no tenth card, but has a seven and a four, an 
eight and a three, or a nine and a two, In such 
case it is good policy to play the seven, eight, or 
nine. If the first player again plays a tenth card, 
the second will be enabled, with his small card, 
to score thirty-one. If the second player have no 
tenth card in his own hand, the probability of his 
opponent holding more than one is proportionately 
increased, 

It may be useful to illustrate these elementary 
principles by the play of a couple of imaginary 
hands. Let us suppose that A (elder hand) has the 
queen and six of hearts, nine of clubs, eight of 
diamonds and seven of spades. And B (dealer) the 


CRIBBAGE oF 


ace and ten of hearts, ten ot clubs, five of spades, 
and four of diamonds. 

It will be observed that A has four cards, six, 
seven, eight, nine, in sequence, of which either the 
six and nine or the seven and eight will form a 
fifteen. His fifth card, the queen, does not and 
cannot score with either of the others. Obviously 
the queen should form one card of his lay-out. Of 
the four remaining, he will naturally keep three in 
sequence. Which shall he throw out, the six or the 
nine? The six in one respect is preferable, inas- 
much as it cannot be brought into sequence with the 
queen, whereas the nine might possibly be so. On 
the other hand, the six is of the same suit as the 
queen, and might help towards a flush. He decides, 
therefore, to throw out queen, nine, retaining the 
six, seven, and eight. 

B’s proper course is clearly to throw out the ace 
of hearts and four of diamonds, retaining the two 
tens and the five, which are good for six points, viz. 
fifteen four and a pair, and with a five or ten start 
would be worth twelve. On the other hand, should 
there be one or more tenth cards in the crib, the 
four and ace will give them a scoring value. 

The cards are cut, and B turns up the queen of 
clubs. 

A leads the seven of spades, saying, “seven.” 
This is his best lead. If B should play an eight, 
making fifteen, A will be enabled to continue with 
the six, and so score a run of three.* But B cannot 
make a fifteen, and it is therefore his best policy to 

* In the case supposed, it would be very unwise for A to 


pair the eight, as, in the event of B’s holding a second eight, he 
would make a “‘ pair-royal ” avd ‘‘ go” simultaneously, 
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go beyond that point. He plays the ten of hearts, 
saying, “Seventeen,” or more shortly, “‘’-teen.” A 
has no card which will score, and he therefore 
plays his highest, as the nearer he gets to thirty- 
one the fewer chances does he leave his opponent of 
getting closer to that number. He plays the eight 
of diamonds, saying, ‘“‘ Twenty-five.” B plays the 
five of spades—“ Thirty.” “Go,” says A. B scores 
one for last card, and the play of the hand is at an 
end. 

The cards are turned up, and A counts his hand. 
The start has left him ‘fno better.” He scores 
fifteen two for the seven and eight, and three points 
for the run—five in all. 

B is rather better off. With the start he has fifteen 
six and a pair—eight in all. In crib the start has 
helped him considerably. Without it he had fifteen 
two only—the ace and four combining with the 
queen of hearts; with the start he has six—fifteen 
four and a pair. The nine is useless. 

A having taken his three points as non-dealer, the 
score stands eight to fifteen. It is now A’s turn to 
deal, and the cards fall as follows: B has king and 
eight of hearts, seven of spades, eight of diamonds 
and three of clubs. And A (dealer) five and nine of 
diamonds, three of spades, ten of hearts and six of 
clubs. 

B throws out the king of hearts and three of 
clubs ; A, the six of clubs and nine of diamonds. 
The cards are cut, and the six of diamonds is turned 


up. 

B leads the eight of hearts. This is a safe lead, 
for, if A scores fifteen, B can pair him; if A pairs, 
B can make a pair-royal. A, not being able to do 
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either, plays the ten of hearts, making eighteen. 
This prevents all possibility of B’s making fifteen ; 
and should B play a tenth card, A’s three will make 
thirty-one. ‘Thhere is a possibility of B’s playing a 
nine, and so making three for the run, but this risk 
must be taken. Should he do so, A will in all 
probability score one for last card; but B, having 
only a seven and an eight, plays the latter, making 
twenty-six. This is a shade the better card, inas- 
much as it brings the score one point nearer thirty- 
one. As it happens, the choice was unfortunate, for 
A, having a five, is able to make thirty-one exactly, 
scoring two points accordingly. 

The cards are shown: B scores fifteen four, a 
pair, and a run of three twice over—twelve in all. 
A has in hand fifteen two only ; but in crib he has 
fifteen six and a pair, making eight in all. 

The game now stands—A 20, B 27. Both have 
made their full average in the two deals; but B’s 
seven points ahead give him a decided advantage, 
and, on the principle already explained he will do 
well to “play of” during the remainder of the 
hand.* 

Srx-carp CrisBacE. 


In this form of the game six cards are dealt 
to each player. Two being laid out for crib, four 
are still left in hand, and the scores accordingly 
average very much higher than in the five-card 
game. The only material difference of procedure is 


* There is no authoritative code of Cribbage Laws, and there 
is considerable divergence of opinion on sundry minor points. 
For the rules generally accepted, the reader may be referred ta 
the Book of Card and Table Games (Routledge), tit. ‘‘ Cribbage.” 

hy 
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that in the six-card game the scoring of three extra 
points by the non-dealer is omitted, both players 
being considered to start on an equal footing ; and 
secondly, that the cards, instead of being thrown 
down as soon as thirty-one or the nearest possible 
approach to it, is reached, are played out to the end. 
The player who failed to score for the “go” leads 
again, giving the adversary the opportunity to make 
fifteen, or pair him if he can. Each plays alternately 
as before, the player of the “last card” scoring 
*‘one” for so doing. If there is only one card left 
after the “go,” the leader still scores it as “ last 
card.” The general principles laid down as to five- 
card cribbage apply equally to the six-card game, 
save that in the latter, as hand and crib consist of 
the same number of cards, the non-dealer is no longer 
under the same compulsion to baulk the crib, even 
to the destruction of hisown hand. The two objects 
—-preserving the hand and baulking the opponent’s 
crib—are in this case on the same level, and either 
may legitimately be preferred, as the nature of the 
hand may render desirable. 

In consequence of the greater facility of scoring, 
it is customary to play six-card cribbage twice round 
the board, i.e, to make the game 121 points. 


Seven-carp CriBBaGE. 


Seven-card cribbage is played in the same manner 
as the six-card game, save that seven cards are dealt 
to each player, two being thrown out for crib, and 
five left in hand, or, with the start, six. With such 
a largely increased number of possible combinations, 
very high scores are frequent, and for this reason it 
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is customary to make the game three times round 
the board, z.e. 181 points. 


'THREE-HANDED CRIBBAGE. 


When three persons play, five cards are dealt to 
each, one card of each hand being laid out for crib, 
with one card from the top of the pack to complete 


Cribbage-board for Three-handed Game. 


it. The start is then cut for in the usual manner, 
The player to the dealer’s left has first lead and first 
show, and deals in the succeeding hand. 

The score is usually marked on a triangular board, 
open in the centre, or the ordinary cribbage-board 
may be furnished (see illustration) with a supple- 
mentary arm, turning on a pivot, and duly provided 
with holes, to keep the score of a third player. 


Four-HANDED CRIBBAGE. 


Where four persons engage in the game, two play 
as partners against the other two, each pair sitting 
facing each other. Partners and deal are cut for, 
as at Whist, the two lowest playing against the two 
highest, and the lowest dealing. Five cardsaredealt to 
each player, and each puts out one for the crib, which 
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belongs, as in the two-handed game, to the dealer. 
The player to the dealer’s left has the lead, and each 
of the others play to it in rotation, No consultation 
is allowed during the play, but partner may assist 
partner in counting his hand or crib. One partner 
scores for both. ‘The cards are played right out, as 
in the six-card game. 

The score is usually twice up and down the board, 
i.@, 121 points, 


ECARTS. 


Tue game of Ecarté is played with what is known 
as the Piquet pack of thirty-two cards. The relative 
value of the cards is the same as at Whist, with one 
exception, viz. that the king 1s the highest card, the 
ace ranking between the knave and the ten. Thus 
the knave can take the ace, but the ace can take the 
ten. 

Trumps, as at Whist, are the most powerful cards. 
A seven of trumps can take the king of another suit. 


LAWS OF ECARTE. 


The laws of Ecarté, as accepted by the principal 
clubs in London and elsewhere, are as follows. We 
here quote them as given in “Cavendish on Ecarté,* 
astandard authority on the subject. Any reader who 
desires to become a skilful player cannot do better 
than procure and study this work, 

The Club Code laws are— 

1.—Each player has a right to shuffle both his 
own and his adversary’s pack. The dealer bas the 
right to shuffle last. 


* De la Rue & Ca. 
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z2.—The pack must not be shufied below the 
table, nor in such a manner as to expose the faces of 
the cards, nor during the play of the hand. 

3.—A cut must consist of at least two cards, and 
at least two must be left in the lower packet. 

4.—A player exposing more than one card when 
cutting for deal must cut again. 

5.—-The player who cuts the highest Ecarté card 
deals, and has choice of cards and seats. The 
choice determines both seats and cards during the 

lay. 

i 6.—The cut for deal holds good even if the pack 
be incorrect. 

7.—If in cutting to the dealer a card be exposed, 
there must be a fresh cut. 

8.—The dealer must give five cards to his adver-~ 
sary and five to himself, by two at a time to each, 
and then by three at a time to each, or ice versd. 
The dealer, having selected the order in which he 
will distribute the cards, must not change it during 
that game ; nor may he change it at the commence- 
ment of any subsequent game, unless he inform the 
non-dealer before the pack is cut. 

g.—If the dealer give more or less than five cards 
to his adversary or to himself, or do not adhere to 
the order of distribution first selected, and the error be 
discovered before the trump card is turned, the non- 
dealer, before he looks at his hand, may require the 
dealer to rectify the error, or may claim a fresh deal. 

10.—The hands having been dealt, the dealer 
must turn up for trumps the top card of those 
remaining. 

11.—If the dealer turn up more than one card, 
the non-dealer, before he looks at his hand, may 
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choose which of the exposed cards shall be the 
trump, or may claim a fresh deal. Should the non- 
dealer have looked at his hand, there must be a fresh 
deal. 

12.—If, before the trump card is turned up, a 
faced card be discovered in the pack, there must be 
a fresh deal. 

13.—If the dealer expose any of his own cards 
the deal stands good. If he expose any of his 
adversary’s cards, the non-dealer, before he looks at 
his hand, may claim a fresh deal. 

14.—If a player deal out of his turn, or with his 
adversary’s pack, and the error be discovered before 
the trump card is turned up, the deal is void. After 
the trump card is turned up, it is too late to rectify 
the error, and if the adversary’s pack has been dealt 
with, the packs remain changed. 

15.—If, after the trump card is turned up, and 
before proposing, or, if there is no proposal, before 
playing, it be discovered that the non-dealer has 
more than five cards, he may claim a fresh deal. 
Should the non-dealer not claim a fresh deal, he 
discards the superfluous cards, and the dealer is not 
entitled to see them, 

16.—If, after the trump card is turned up, and 
before proposing, or, if there is no proposal, before 
playing, it be discovered that the non-dealer has less 
than five cards, he may have his hand completed 
from the stock, or may claim a fresh deal. 

17.—If, after the trump card is turned up, and 
before the dealer accepts or refuses, or, if there is no 
proposal, before he plays, it be discovered that he 
has dealt himself more than five cards, the non- 
dealer may claim a fresh deal. Should he not claim 
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a fresh deal, he draws the superfluous cards from the 
dealer’s hand. Should the dealer have taken up his 
hand, the non-dealer is entitled to look at the cards 
he draws. 

18.—If, after the trump card is turned up, and 
before the dealer accepts or refuses, or, if there is no 
proposal, before he plays, it be discovered that the 
dealer has less than five cards, the non-dealer may 
permit the dealer to complete his hand from the 
stock, or may claim a fresh deal. 

19.—If a fresh deal be not claimed when the 
wrong number of cards are dealt, the dealer cannot 
mark the king turned up. 

20.—lf the non-dealer play without taking cards, 
and it be then discovered that he has more or less 
than five cards, there must be a fresh deal. 

21.—lf the dealer play without taking cards, and 
it be then discovered that he has more or less than 
five cards, his adversary may claim a fresh deal. 

22.—If a king be turned up, the dealer is entitled 
to mark it at any time before the trump card of the 
next deal is turned up. 

23.—If either player hold the king of trumps, he 
must announce it before playing his first card, or he 
loses the right to mark it. It is not sufficient to 
mark the king held in hand without announcing it. 

24.—If the king be the card first led, it may be 
announced at any time prior to its being played to. 
If the king be the card first played by the dealer, 
he may announce it at any time before he plays 
again. 

25.—Ir a player, not holding the king, announce 
it, and fail to declare his error before he has played 
a card, the adversary may correct the score, and has 
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the option of requiring the hands to be played over 
again, notwithstanding that he may have abandoned 
his hand, If the offender win the point he marks 
nothing ; if he win the vole he marks only one; if 
he win the point when his adversary has played 
without proposing, or has refused the first proposal, 
he marks only one. But if the adversary himself 
hold the king, there is no penalty. 

26.—If a player propose, he cannot retract ; nor 
can he alter the number of cards asked for.* 

27.—The dealer, having accepted or refused, 
cannot retract. The dealer, if required, must 
inform his adversary how many cards he has taken. 

28.—Each player, before taking cards, must put 
his discard face downward on the table, apart from 
the stock, and from his adversary’s discard, Cards 
once discarded must not be looked at. 

29.—If the non-dealer take more cards than he 
has discarded, and mix any of them with his hand, 
the dealer may claim a fresh deal. If the dealer 
elect to play the hand, he draws the superfluous 
cards from the non-dealer’s hand. Should the non- 
dealer have taken up any of the cards given him, the 
dealer is entitled to look at the cards he draws. 

30.—If the non-dealer asks for less cards than he 
has discarded, the dealer counts as tricks all cards 
which cannot be played to. 

31.—If the dealer give his adversary more cards 
than he has asked for, the non-dealer may claim a 
fresh deal. If the non-dealer elect to play the hand, 


* The elder hand may “‘ propose,” z.¢. ask for cards, as often 
as he pleases, If the dealer is not content with his own hand, 
be will give cards, but after the first proposal, it is entirely at his 
own option whether or not to do sa, 
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he discards the superfluous cards, and the dealer is 
not entitled to see them. 

32.—If the dealer give his adversary less cards 
than he has asked for, the non-dealer may claim a 
fresh deal. If the non-dealer elect to play the hand, 
he has it completed from the stock. 

33.—If the dealer give himself more cards than 
he has discarded, and mix any of them with his hand, 
the non-dealer may claim a fresh deal. If the non- 
dealer elect to play the hand, he draws the super- 
fluous cards from the dealer’s hand. Should the 
dealer have taken up any of the cards he has given 
himself, the non-dealer is entitled to look at the 
cards he draws. 

34.—If the dealer give himself less cards than he 
has discarded, he may, before playing, complete his 
hand from the stock. If the dealer play with less 
than five cards, the non-dealer counts ag tricks all 
cards which cannot be played to. 

35.—If a faced card be found in the stock after 
discarding, both players have a right to see it. The 
faced card must be thrown aside, and the next card 
given instead, 

36.—If, in giving cards, any of the non-dealer’s 
are exposed, he has the option of taking them ; 
should the non-dealer refuse them, they must be 
thrown aside and the next cards given instead. If 
the dealer expose any of his own cards, he must take 
them. 

37.—If, after giving the cards, the dealer turn up 
a card in error, as though it were the trump card, 
he cannot refuse another discard. If another be 
demanded, the non-dealer has the option of taking 
the exposed card, 


ECARTE $9 


38.—If the dealer accept when there are not 
sufiicient cards left in the stock to enable the players 
to exchange as many cards as they wish, the non- 
dealer is entitled to exchange as many as he asked 
for, or, if there are not enough, as many as there are 
left, and the dealer must play his hand; the dealer 
is at liberty to accept, conditionally, on there being 
cards enough in the stock. 

39.—A card led in turn cannot be taken up again. 
A card played to a lead may be taken up again to 
save a revoke or to correct the error of not winning 
a trick when able, and then only prior to another 
card being led. 

40 —If a card be led out of turn, it may be taken 
up again, prior to its being played to; after it has 
been played to, the error cannot be rectified. 

41.—If the leader name one suit and play another, 
the adversary may play to the card led, or may require 
the leader to play the suit named. If the leader 
have none of the suit named, the card led cannot be 
withdrawn. 

42.—-If a player abandon his hand when he has 
aot made a trick, his adversary is entitled to mark 
the vole. If a player abandon his hand after he has 
made one or two tricks, his adversary is entitled to 
mark the point. But if a player throw down his cards, 
claiming to score, the hand is not abandoned, and 
there is no penalty, 

43.—If a player renounce when he holds a card 
of the suit led, or if a player fail to win the trick 
when able, his adversary has the option of requiring 
the hands to be played again, notwithstanding that 
he may have abandoned his hand. If the offender 
win the point he marks nothing ; if he win the vole, 
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he marks only one; if he win the point when his 
adversary has played without proposing, or has refused 
the first proposal, he marks only one. Should the 
card played in error be taken up again prior to 
another card being led (as provided by Law 39), 
there is no penalty. 

44.—A player may call for new cards at his own 
expense, at any time before the pack is cut for the 
next deal. He must call for two new packs, of 
which the dealer has choice. 

45.—If a pack be discovered to be incorrect, 
redundant, or imperfect, the deal in which the dis- 
covery is made is void; all preceding deals stand 
good, 

46.—The game is five up. By agreement, the 
game may count a treble if the adversary has not 
scored ; a double if he has scored one or two; a 
single if he has scored three or four. 

47.—A player turning up a king, or holding the 
king of trumps in his hand, is entitled to mark 
one. 
48.—A player winning the point is entitled to 
mark one; a player winning the vole is entitled to 
mark two. 

49.—If the non-dealer play without proposing, 
and fail to win the point, his adversary is entitled to 
mark two, If the dealer refuse the first proposal, 
and fail to win the point, the non-dealer 1s entitled 
to mark two. These scores apply only to the first 
proposal or refusal in a hand, and only to the poins, 
the score for the vole being unaffected. 

50.—If a player omit to mark his score, he may 
rectify the omission at any time before the trump 
card of the next deal is turned up. 
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§1.—An admitted overscore can be taken down 
at any time during the game.” 


The following French terms are commonly used 
at Ecarté; 

Arovut, Trump.— Covurger. To cut. -—~ Donnes, 
To deal.—Ecarr. The cards thrown aside,—Forcer, 
To play a superior on an inferior card.—La Voze, 
All five tricks made by either player—Le Point. 
Three out of the five made by either player. 
Proposer. Asking for fresh cards,—Rénoncer. Not 
to answer the suit led. 


We will now suppose, by way of illustration, that 
A and Y play a game of Ecarté. 

Two packs of different colour or pattern, say a 
red and a white pack, are used. From these packs 
the cards from two to six are extracted. A and Y 
cut for deal; A cuts the knave, Y the ace. A 
therefore deals, as knave is in this game higher 
than ace. 

The cards having been shuffled, A gives the pack 
to Y to be cut. A then deals three cards to his 
adversary, three to himself, then two to his adversary 
and two to himself, and turns up the king of spades. 
“T mark the king,” says A (see Law 22). 

A does not look at his cards, but waits to see what 
his adversary will do. Y looks at his hand, and says, 
“T propose.” A looks at his hand, and finds in it 
queen, knave, ace of spades, the ace of diamonds, 
and the eight of hearts. A has the trick now toa 

* For some further rules, defining the position and obligations 


of bystanders betting on the game, see the work of ‘* Cavendish ”’ 
referred to at p. 53. 
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certainty, and cannot lose it by accepting, the low 
heart being the weak point in his hand. ‘The hand 
of Y was ten of spades, king of hearts, ten and seven 
of diamonds, and nine of clubs. Y takes three cards ; 
A takes two. Y takes in the king of diamonds, the 
seven of spades, and the seven of hearts ; A takes in 
the nine and eight of spades, and must win the 
vole. 

Y now deals, and turns the nine of clubs as trumps. 
A looks at his hand, and finds in it the king and ace 
of diamonds, the eight and seven of hearts, and the 
ten of spades. A proposes. Y looks at his hand, 
and finds king, queen, knave of spades, eight and 
seven of clubs. “Play,” says Y, and he wins the 
VOlG. me OCOLC N= 20-w=a 

With such a hand as Y held, to accept the pro- 
posal would have been wrong, the chances being in 
his favour. 

A now deals, and turns knave of diamonds. Y 
looks at his cards, and finds they consist of queen, 
ten of diamonds, ten and eight of clubs, and eight 
of hearts. He elects to play without proposing. 
A’s hand consists of knave of clubs, ace, knave, ten 
of hearts, and eight of diamonds. Y may now win 
or lose the point, according to the cards he leads. 

If he led queen, then ten of diamonds, he would 
lose the point. If he led ten of clubs, he would 
win the point. The reader should place the cards 
and play out these hands. 

We will suppose that Y played correctly and won 
the point ; the game stands at 3 all. 

It is now Y’s turn to deal. We will suppose that 
he does so, and wins the point; the game is then, 
Yu4; A= 3. 
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A now deals, and turns the nine of diamonds, 
Y’s hand consists of queen, knave of diamonds, king, 
queen, ace of spades. Y elects to play. A looks at 
his hands, and finds in it the king, ace of diamonds, 
the ace of hearts, the king of clubs, and the eight of 
spades, 

Y must win the game if he play correctly; but, 
being anxious to win more tricks than are necessary, 
he loses it by reckless play. Y leads king of spades, 
on which A plays eight of spades, without marking the 
king. A does this because Y, having played without 
proposing, will lose two if he lose the point. To 
mark the king will be useless, if Y win the point; 
hence A conceals from Y the fact of his holding the 
king. Y plays incautiously, and leads as his second 
lead queen of diamonds; A wins with king of 
diamonds, and leads king of clubs, which Y trumps, 
and leads queen of spades, which A trumps, and 
leads ace of hearts, which wins the game. 

If Y had followed his first lead with queen of 
spades, he must have won the game; but, imagining 
that A could not hold the king because he did not 
mark it, he played feebly, and lost the game. 

This example will give some idea of the play of a 
hand, and of the different results which follow the 
correct and incorrect play of even five cards. 


Jeox ve Rice. 


Great stress is laid by scientific Ecarté-players on 
what are termed Feux de regle, that is, hands which 
ought to be played without “ proposing” or “ ac- 
septing.” When the cards held by a player are so 
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good that he cannot fail to win three tricks unless 
his adversary hold two trumps, it is the rule to play 
without proposing. It is easy, by an examination of 
the five cards, to at once perceive how the trick 
must be won, unless the adversary hold two trumps. 
Here are a few examples : 

King, queen, knave of spades, eight of hearts 
(trumps), eight of diamonds. Lead king of spades; 
if not trumped, follow with queen, etc. 

With three trumps, play without proposing. Like- 
wise with two trumps, if the other cards belong to 
one suit, or with two cards of one suit, one of which 
is the king or queen. 

Play if holding only one trump, provided the 
other cards are four of one suit, one being a king, 
or three cards of one suit, one being a king or queen, 
and the fifth card being a king or queen. 

Play with no trump if three queens are held, or 
tour court cards, 

When playing these hands (and they apply mainly 
to the leader) it is important to remember the dis- 
advantage that follows leading from a suit of two 
when one is a high, the other a much lower card, 
and the advantage of leading from a suit of two 
when these are in sequence. 

Take the following hands as examples : 

A holds queen of clubs, queen of diamonds, queen 
and eight of hearts, and eight of spades, the ten of 
spades being turned up as trump. 

Y holds king and nine of hearts, nine and seven 
of diamonds, and nine of spades. 

If A lead the queen of hearts, he must lose the 
point, no matter how Y plays. If, however, he lead 
either of his single queens, he may win the point, if 
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Y, after winning the queen of clubs, lead the king 
of hearts. 

Again, A holds queen, ten, of spades ; knave, ten, 
of hearts; ten of diamonds; diamonds being trumps. 

Y holds knave, seven, of spades; seven of hearts ; 
and knave, eight, of diamonds, 

If A lead the queen of spades, he loses the trick. 
If he lead knave and then ten of hearts, he wins the 
trick. 

From these examples it will be evident that cards 
in sequence, or single cards, are better as leads than 
one high card, and then a small one of a two-card 
suit. Also it is desirable that the adversary should 
be the leader when the third lead occurs. 

What is called being “put to a card,” is, if pos- 
sible, to be avoided. The following will serve as 
an example ; 

A holds king, kmave, ten, of hearts; queen of 
diamonds, and knave of spades (nine of clubs turned 
up). A proposes, and is refused. He may now 
conclude that Y has two trumps at least. 

A leads king of hearts, which wins; then knave, 
which wins. If Y holds ace of hearts, A must lose 
the point. If, however, Y hold either a diamond 
lower than the queen, or a spade lower than the 
knave, A may win, if he keep the right card; if, 
however, A play a third heart, and this is trumped, 
and Y play, say, queen of trumps, A must discard 
either his queen of diamonds or his knave of spades, 
and he has no guide as to which to discard. Instead, 
therefore, of playing the third heart he should lead 
either the diamond or the spade, and thus avoid 
being “ put to a card.” 

The dealer has the option of refusing or accepting ; 

B 
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before doing either, he should not only consider well 
the cards in his hand, but the state of the score. 

It is not unusual for a player who may hold the 
trick for certainty to propose in the hopes of being 
refused, in order that he may, by winning the trick, 
score two. If this occurred at the score of three, 
the results would be fatal. 

As a general rule, refuse if only two cards can be 
discarded. A king or a trump should not be dis- 
carded in the first instance. 

With three trumps, refuse, unless the king of 
trumps is one of the three, when there is a great 
chance that the cards taken in may enable the vole 
to be won. 

With only one trump and one king, no matter 
what the other suits may be, if not having a card 
higher than a ten, accept. But with one trump, 
two queens guarded, or a king and queen guarded, 
refuse. Although in many cases, where it is the rule 
to play, it is two to one in favour of the player winning 
the point, it must not be imagined that he will always 
win. He may win twice out of three times, but it is 
possible for the adversary to hold exceptionally good 
cards, and to win the point against the jeu de reg/e. 
For example, A holds queen, ace, and seven of hearts 
(trumps), king of spades, king of diamonds, and, of 
course, plays without proposing. Y holds king, 
knave, nine, and eight of hearts, and nine of clubs, 
and must win the point; but for A to propose would 
have been wrong, his hand being strong enough to 
win four times out of five. 

When a player proposes, and is refused, he may 
form an estimate of the suit or suits out of trumps in 
which his adversary is likely to be strong. Suppose 
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A, the non-dealer, hold queen, knave of spades, ace 
of hearts, seven of clubs, and knave of diamonds 
(trumps). The probabilities are that Y is strong in 
hearts and clubs, or holds two trumps. ‘The queen 
of spades in this case should, of course, be led; and, 
if it win, should be followed by the knave. 

The condition of the score ought to be considered 
before proposing or playing without proposing. If 
the adversary be at the score of three, it is dangerous 
to play without proposing, unless the hand be very 
strong. If the adversary be at four, it is better not 
to propose if the non-dealer’s hand be fairly strong, 
unless the king be held, as there is a chance of the 
dealer drawing the king, and at once scoring game. 

The high cards which have been discarded should 
be remembered, because lower cards are then of 
greater value; thus, if the knave and ace of hearts 
have been discarded, and the king and ten are drawn, 
there can be only one card, viz., the queen of hearts, 
which is better than the ten, and in this suit the ten 
is equivalent to the knave held originally. 

Inexperienced players, as a rule, are too apt to 
propose, and to continue proposing till the pack is 
exhausted. As there are eight trumps in the pack, 
a player gains no advantage if he hold four of these, 
when his adversary also holds four. His hand /ooks 
better than if he held only two, but whilst he has 
furnished himself with trumps, his adversary has 
done likewise. 

In order to play Ecarté well, take a pack of cards, 
and deal out the hands against an imaginary or 
dummy adversary ; remember tnose hands under the 
heading Feux de rege, and then note how the hand 
can be best played to secure the point. 


£&UCHRE. 


Eucure may be played either as a two-, three- ot 
four-handed game, the latter being the most popular 
form. For greater facility of explanation, however, 
we will commence with the two-handed game. 

Euchre is played with the “piquet” pack of 
thirty-two cards, consisting of the ace, king, queen, 
knave, ten, nine, eight and seven of each suit. The 
above is their rank in play, subject to the qualifica- 
tion that the knave of the trump suit for the time 
being is known as the “Right Bower,” and takes 
temporary precedence of all other cards. The krrave 
of the opposite suit of same colour (2.g. of diamonds 
when hearts, or of spades when clubs are trumps) is 
known as the “Left Bower,” and ranks next in 
value. The Left Bower is considered for the time 
being to belong to the trump suit, so that if this 
card is led, the trump suit, and not its own, must be 
played to it.* 


* A still higher trump is sometimes by agreement introduced 
in the shape of a blank card, backed like the rest of the pack 
which in this case consists of thirty-three cards. This is known 
as the ‘‘ Joker,” or ‘‘ Best Bower,” and takes precedence even 
of Right Bower. If the ‘‘ Joker” chance to be turned up, the 
card next in order decides the trump suit. 
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Two-HanpED Eucmrs. 


The players having cut for deal, five cards are 
dealt (by twos and then threes, or vice versa, at the 
pleasure of the dealer) to each player. The eleventh 
card is turned up by way of trump. If the non- 
dealer thinks his hand good enough, with the suit of 
the turn-up card as trumps, to make three tricks, he 
says, referring to that card, “I order it up.” This 
fixes that suit as trumps. The dealer discards the 
worst card of his own hand, placing it face down- 
wards under the pack, and the turn-up card its 
thenceforth considered to form part of his hand. 
He does not, however, actually take it into his hand 
until the first trick has been played. 

If the non-dealer does not consider his hand good 
for three tricks, or is of opinion that he would be 
likely to gain by a change of the trump suit, he 
says, “I pass,” and the dealer examines his own 
cards from the same point of view. If he thinks 
his hand is good enough with the subsisting trump 
suit to make three tricks, he says, “I take it up,” 
and proceeds to place, as before, one card under the 
pack. If he does not think his hand safe for three, 
he says, “I turn it down,” and places the turn-up 
card below the rest of the pack. This annuls the 
trump suit, and the non-dealer has now the option 
of saying what suit shall be trumps, He con- 
siders what will best suit his hand, and says, 
“Make it hearts” (or otherwise, as the case may 
be), accordingly. 

If he decides to “‘ make it” of the same colour as 
the previous turn-up card (¢g, spades in place of 
clubs, or hearts in place of diamonds), he is said 
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to “make it next.” If otherwise, to “cross the 
suit.” 

If, even with the privilege of making the trump 
what he pleases, he doubts his ability to win three 
tricks, he again “passes,” and the dealer ‘“ makes 
it” what best suits him. If he too has such a bad 
hand that he thinks it safer to “pass” again, the 
cards are thrown up, and the deal passes. 

The trump suit having been “ made ” by the one 
or the other player, the non-dealer leads a card, and 
the dealer plays to it, the two cards constituting a 
“trick.” The second player must follow suit if he 
can, subject to the qualification that (as already 
stated) if the Left Bower be led, a trump must be 
played toit. The higher card wins, trumps over- 
riding plain suits ; and the winner of the trick leads 
to the next. 

The player who has “ordered up,” “taken up” 
(save in obedience to order), or “‘ made” the trump, 
thereby tacitly undertakes to win at least three 
tricks. If he makes less than this number, he is 
“euchred,” and his opponent scores “two,” If he 
makes three tricks he wins “the point,” and scores 
one. Four tricks are no better than three, but if he 
make all five he wins a “march,” which scores two, 
The non-challenging player is not under any obliga- 
tion to win, but scores if his adversary fail to do so, 

Five points constitute “ Game.” 


Four-HANDED EvucHrg, 


Where four players take part, two play in partner- 
ship against the other two, partners facing cach 
othez, 23 at Whist. Five cards having been dealt to 
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each, and the twenty-first turned up by way of 
trump, the elder hand (7.e. the player to the left of 
the dealer) declares whether he will “ order up” the 
trump card or “pass.” In the latter event, the 
option passes to the dealer’s partner; but he ex- 
presses it in a somewhat different manner, inasmuch 
as he is dealing with a friend instead of an enemy. 
If he thinks his hand good for two or more tricks 
he says, “I assist.” This is considered a call to 
his partner (the dealer) to take up the trump, which 
he does accordingly, he himself having no choice in 
the matter. If the second player passes, the option 
rests with the third player, who “orders it up ” or 
passes, as his hand may warrant. In the latter case 
the dealer decides for himself whether to take it up 
or turn it down. If the trump has either been 
ordered up or taken up voluntarily by the dealer, 
the play proceeds as in the two-handed game. If, 
on the other hand, the dealer “turns it down,” the 
players, beginning with the elder hand, are invited 
in succession to “ make it” what they please; the 
challenging party in either case being bound, in 
conjunction with his partner, to make three tricks, 
under penalty of being euchred. 

A player with an unusually strong hand may elect 
to “go alone.” In such case his partner turns his 
cards face downward on the table, and leaves the 
“lone hand,” as he is termed, to play the game 
singly against the two opponents, 

If a player “going alone” is lucky enough to win 
all five tricks, he scores four (instead of three) for 
the “march”; but if he make three or four tricks 
only, he scores one for the point in the ordinary 
manner, 
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'THREE-HANDED Eucnrig, 


Here each plays for his own hand. The value 
of the march and point are the same as in the two 
handed or four-handed game, but if the challenging 
player is euchred, each of his adversaries scores two 
points. If this should carry them both “out,” the 
elder hand is the winner. To avoid this, which is 
nardly a satisfactory termination for the younger 
hand, another method of scoring is sometimes 
adopted, the points for the euchre being deducted 
from the score of the euchred player, who is “set 
back” accordingly. Should he have made no points 
towards game, he is considered to owe the points 
for the euchre ; so that a player, standing at love 
when euchred, has seven points to make before he 
can win. 


Markinc THE Score, 


The method of scoring at Euchre is somewhat 
peculiar. The score is usually kept by means of 
spare playing cards, a three and a four (of any suit) 
being used by each side. The “three” face up- 
wards, with the “four” turned down upon it, indi- 
cates ome (however many pips may chance to be 
exposed). The “four” face upwards, with the 
“three”? turned down upon it, indicates two, The 
face of the “‘three ” being uppermost counts f/ree ; 
and the face of the “four” being uppermost counts 
four. 

Another method of keeping the score is by means 
of a cross x chalked at the outset of the game on 
the table beside each player. “One” is scored by 
rubbing out the centre of the cross, leaving the four 
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arms still standing, and these in turn are rubbed out, 
one for each point which the player becomes entitled 
to score. 

The hints for play which follow are borrowed, 
with slight modification, from the American Hoyle. 
They refer more especially to the four-handed game. 


HINTS FOR PLAY. 
Passtnc anD Orpgrinc Up, 


No prudent player will order up the trump unless 
his hand is sufficiently strong to render his chances 
of success beyond reasonable doubt. ‘There are 
cases, however, when there would be no imprudence 
in ordering up upon a light hand. For instance, 
supposing the game to stand four and four, and the 
elder or third hand to hold an ordinarily good show 
of cards in the trump suit as turned up, with nothing 
better in any other suit, then it would be proper to 
order up, for, should the trump be turned down, 
your chance of success would be lost. If you are 
euchred, it does but give the game to those who 
would win it anyhow in some other suit. 

If the player is elder hand, and a suit should be 
turned in which he receives both bowers and another 
large trump, and he has also two cards of the suit 
corresponding in colour, it is his best policy to pass ; 
for the obvious reason that if the dealer’s partner 
should assist, he would be enabled to euchre the 
opposing side, and, if the trump were turned down, 
his hand would be just as good in the next suit. 
Having in such case the first opportunity of making 
the trump, he could “go alone,” with every pro- 
bability of making the hand and scoring four. 
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Elder hand holding the Right Bower, ace or king, 
and another small trump and a card of the same 
colour as the trump suit, should pass; for if his 
adversaries adopt the trump, he will, in all proba- 
bility euchre them; and if they reject it, he can 
make the trump next in suit, and the chances of 
scoring the point are in his favour. 

As a general rule, the elder hand should not order 
up the trump unless he has good commanding cards, 
say Right Bower, king and ten of trumps, with an 
ace of a different suit, or Left Bower, king and two 
smal] trumps. The player at the right of the dealer 
should hold a very strong hand to order up the 
trump, because his partner has evinced weakness by 
passing ; and if the opposing side turn down the 
trump, his partner will have the advantage of first 
call to make a new trump, 


ASSISTING, 


Two court cards usually form a good “ assisting ” 
hand, but where the game is very close it is advisable 
to assist, even upon a lighter hand. If, for instance, 
the game stands four and four, the first hand will 
naturally order up if the suit turned is the best in 
his hand, The fact of his having passed is, there- 
fore, an evidence of weakness. 

When, as dealer, and assisted by your partner, you 
hold a card next in denomination to the card turned 
up (whether higher or lower), play it as opportunity 
offers. If, for instance, you turn up the ace, and 
hold either the Left Bower or king, when a chance 
occurs play the Bower or king, and thus inform your 
partner that you have the ace remaining. The same 
policy should be adopted when your partner assists 
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and you have a sequence of three trumps, the trump 
card being the smallest of the three. In such a 
situation, play the highest card of the sequence; 
this will inform your partner that you hold the 
remainder of the sequence, and enable him to shape 
his play accordingly. 

As a general rule, always assist when you can win 
two tricks, 


TAKING UP THE TRUMP. 


What constitutes sufficient strength to take up the 
trump is a matter of considerable importance to the 
player. The object being to make a point, there 
must, of course, be a reasonable probability of secur- 
ing three tricks, but the decision should, to a certain 
extent, depend upon the position of the game. If 
the dealer should be three or four towards game, 
while the opponents are one or two, the trump 
might be turned down, and the chances of winning 
the game still be not materially reduced; but if 
the position should be reversed the dealer would 
be warranted in attempting the hazard upon a light 
hand, as the prospects of defeat would be no greater 
than by adopting the opposite alternative. It is 
generally accepted as sound that three trumps, 
backed by an ace of another suit, are sufficient to 
attempt a point. If the game stands four all, it 
is better to take up the trump on a small hand 
than to leave it for the adversaries to make. With 
the game three all, it is necessary to be very cautious 
in adopting the trump with a weak hand, because 2 
euchre puts the opponents out. 
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Maxine tHe Trumr. 


Should the dealer turn the trump down, the 
eldest hand has the privilege of making it what 
he pleases, and the rule to be generally followed 
is, if possible, to make it next in suit, or the same 
colour as the trump turned. The reason for this 
is evident. If the trump turned should be a dia- 
mond, and the dealer refuse to take it up, it isa 
fair inference that neither of the bowers is in the 
hands of your opponents ; for if the dealer’s partner 
had held one of them, he would in all probability 
have assisted; and the fact of the dealer turning 
down the trump also raises the presumption that he 
had neither of them. Then, in the absence of 
either bower, an otherwise weak hand could make 
the point in the same colour. For reverse reasons, 
the partner of the dealer would “cross the suit,” and 
make it clubs or spades; for, his partner having 
evidenced weakness in the red suits, by turning a 
red card down, it would be but fair to presume that 
his strength was in the black suits. 

Be careful how you make the trump when your 
adversaries have scored three points, and, as a general 
rule, do not make or order up a trump unless you are 
elder hand or the dealer’s partner. 


Tue BripGE. 


If one side has scored four, and the other side only 
one, such position is known as the “bridge,” and the 
following rule should be observed : 

To make the theory perfectly plain, we will 
suppose A and B to be playing against C and D, the 
former having scored four, and the latter but one. 
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C having dealt, B looks at his hand, and finds he has 
but one or two small trumps ; in other words, a light 
hand. At this stage of the game, it would be his 
policy to order up the trump, and submit to being 
euchred, in order to remove the possibility of C or D 
playing alone ; for if they should by good fortune 
happen to succeed, the score of four would give them 
the game. If B were to order up the trump, the 
most that could be done by the adversaries would be 
to get the euchre, and, that giving but a score of 
two, the new deal, with its percentage, would in all 
probability give A and B enough to make their re- 
maining point and go out. If, however, B has 
enough to prevent a lone hand, he should pass, and 
await the result. The Right Bower, or the Left 
Bower guarded, is sufficient to block a lone hand. 

The elder hand is the only one who should order 
up at the bridge, for if he passes, his partner may 
rest assured that he holds cards sufficient to prevent 
the adversaries making a lone hand. If, however, 
the elder hand passes, and his partner is tolerably 
strong in trumps, the latter may then order up the 
trump to make a point and go out; for, by the 
eldest hand passing, his partner is informed that he 
holds one or more commanding trumps, and may 
therefore safely play for the point and game. 

The elder hand should always order up at the 
bridge when not sure of a trick; the weaker his 
hand, the greater the necessity for doing so. 


Prayinc ALonx. 


If your partner announce that he will play alone, 
you cannot supersede him and play alone yourself, 
but must place your cards upon the table face down- 
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wards, no matter how strong your hand may be.* 
In order to avail yourself of the privilege of playing 
alone, it is necessary to declare your intention of so 
doing distinctly, and in plain terms thus, “I play 
alone”; if you fail to do this, and the adverse side 
makes a lead, you forfeit all claim to the privilege. 
You must also make the announcement in good 
time ; if you neglect to do so, and the adverse side 
make a lead, or if you yourself lead before declaring 
your intention of playing alone, you lose the right, 
and your opponents may compel you to play with 
your partner. 

In playing a lone hand, it is a great advantage to 
have the lead. The next best thing is to have the 
last play on the first trick. The elder hand or the 
dealer may, therefore, venture to play alone on a 
weaker hand than either of the other players, 

When your opponent is playing alone, and trumps 
a suit led by yourself or your partner, take every 
opportunity to throw away cards of that suit upon 
his subsequent leads. 

When, opposing a lone hand, you find that your 
partner throws away high cards of any particular 
suit, you may be sure that he holds high cards 
in some other suit ; you should, therefore, retain to 
the last your highest card of the suit he throws away 
in preference to any other card, short of an ace. 


* Under the more modern practice the player having the 
later call caz play alone in place of his partner. Only a very 
strong hand, however, would justify his doing se, 
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Discarpinc. 


When the dealer takes up the trumps before the 
play begins, it is his duty to discard or reject a card 
from his hand in lieu of the one taken up. We will 
suppose that the ten of hearts has been turned up, 
and the dealer holds the king and Right Bower, with 
the ace and nine of clubs, and king of diamonds, 
The proper card to reject would be the king of 
diamonds. There would be no absolute certainty of 
its taking a trick, for the ace might be held by the 
opponents ; whereas, retaining the ace and nine of 
clubs, the whole suit of clubs might be exhausted by 
the ace, and then the nine might be good. If the 
trump were one of the red suits, and the dealer held 
three trumps, seven of spades and seven of hearts, it 
would be better for him to discard the spade than 
the heart; for, as the dealer’s strength is in the red 
suit, the probabilities are that the other side will be 
correspondingly weak, and the heart would therefore 
be better than the spade. 

Where you have two of one suit and one of 
another to discard from, always discard the suit in 
which you have one only, for then you may have an 
opportunity to trump. 


LegaDING. 


Where the dealer has been assisted, it is a common 
practice to lead through the assisting hand, and fre- 
guently results favourably ; for in the event of the 
dealer having but the one trump turned, asingle lead 
of trumps exhausts his strength, and places him at 
the mercy of a strong plain suit. It is not, however, 
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always advisable to lead a trump ; for, if the elder 
hand hold a tenace, his duty is to manceuvre soas to 
secure two tricks; but this is an exceptional case. 
The proper lead must be determined by the quality 
of the hand, and the purpose to be accomplished. 
The elder hand, holding two aces and a king, with 
two small trumps, would, of course, lead trump 
through the assisting hand; for the only hope of 
securing a euchre would be dependent upon the 
success of the non-trump suits, and they can only be 
made available after trumps have been exhausted. 

Where the dealer takes up the trump voluntarily, 
the elder hand is, of course, upon the defensive, and 
to lead a trump under such circumstances would be 
disastrous. 

Should your partner have turned up the Right 
Bower, lead a small trump as soon as you can ; by so 
doing you will be sure to weaken your adversary’s 
hand. 

When your partner makes the trump, ur orders it 
up, lead him the best trump you hold. 

When you hold the commanding cards, they 
should be led to make the “ march” ; but if you are 
only strong enough to secure your point, cards of 
other suits should be used. 

When opposed to a lone hand, always lead the 
best card you have of another suit, so that the possi- 
bility of your partner’s retaining a card of the same 
suit with yourself may be averted, If the card you 
lead is of an opposite colour from the trump, so 
much the better; for if a red card should be trump, 
and an opponent plays alone, the chances are against 
his holding five red cards. Besides, if the lone 
player did hold five red cards, it would, in like pro- 
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portion, reduce the probability of your partner having 
one of the same suit, and give him an opportunity to 
weaken the opposing player by trumping. 

The exception to the above rule is when you hold 
two or three cards of a suit, including ace and king, 
and two small cards in other suits ; in this case your 
best play would be to lead one of the latter, and 
save your strong suit, for your partner may hold com- 
manding cards in your weak suits, and you thus 
give him a chance to make a trick with them, and if 
this does not occur, you have your own strong suit 
as a reserve, and may secure a trick with it. 

When playing to make a lone hand, always lead 
your commanding trump cards first, reserving your 
small trumps and other suit for the closing leads. 
When you have exhausted your commanding trumps, 
having secured two tricks, and retaining in your 
hand a small trump and two cards of another suit, 
lead the highest of the non-trump suit to make the 
third trick, then your trump. For instance, suppose 
that hearts are trumps, and you hold the Right and 
Left Bowers and ten of trumps, and ace and nine of 
spades ; lead your bowers, then the ace of spades, 
following with the ten of trumps and nine of spades. 
The reason for playing thus is obvious. You may not 
exhaust your adversaries’ trumps by the first two 
leads, and if either of them chanced to retain a 
trump-card superior to your ten, by leading the 
fatter you would, in all probability, be euchred on a 
lone hand. 

Holding three small trumps and good plain cards, 
and desiring to euchre your opponents, lead a trump, 
for when trumps are exhausted you may possibly 
make your commanding plain suit cards. 

e 


82 EUCHRE 


When you make the trump next in suit, always 
lead a trump, unless you hold the tenace of Right 
Bower and ace, and even then it would be good 
policy to lead the bower, if you hold strong plain-suit 
cards. 

When you hold two trumps, two plain cards of 
the same suit, and a single plain card of another 
suit, lead one of the two plain cards, for you may win 
a trick by trumping the suit of which you hold none, 
and then, by leading your second plain card, you 
may force your opponents to trump, and thus weaken 
them. With such a hand it would not be good play 
to lead the single plain card, for you might have the 
good fortune to throw it away on your partner’s 
trick, and ruff the same suit when led by your 
opponents, 

When your partner has made or adopted the 
trump, it is bad play to win the lead, unless you 
possess a hand sufficiently strong to play for a march. 
If your partner assist you, and has played a trump, 
and you have won a trick and the lead, do not lead 
him a trump unless you hold commanding cards, and 
are pretty certain of making the odd trick or a 
march, for your partner may have assisted on two 
trumps only, in which case such lead would draw 
his remaining trump, and, in all probability, prove 
fatal to his plans. 

Having lost the first two tricks and secured the 
third, if you hold a trump and a plain card, play the 
former, for, in this position of the game, it is your 
only chance to make or save a euchre. 

There are only two exceptions to this rule, viz. 
when you have assisted your partner, or when he 
has adopted the trump and still retains the trump 


EUCHRE 83 


cardin his hand. Inthe former instance you should 
lead the plain card, trusting to your partner to 
trump it; in the latter case you should also lead the 
plain card, unless your trump is superior to your 
partner’s, and your plain card is an ace or a king, in 
which case you should play a trump, and trust to the 
plain card to win the fifth trick. 

The reason for this play is manifest. If your 
opponents hold a better trump than you do, it is 
imposible to prevent their winning the odd trick, 
and, therefore, the euchre or point; but if they 
hold a smaller trump, your lead exhausts it, and you 
may win the last trick with your plain card. 

This position frequently occurs in the game, and 
we recommend it to the attention of the novice. 


Conciupinc Hints. 


Never lose sight of the state of the game. When 
the score is four all, adopt or make a trump upon a 
weak hand. 

When the game stands three to three, hesitate 
before you adopt or make a trump upon a weak 
hand, for a euchre will put your adversaries out. 

When you are one and your opponents have scored 
four, you may risk trying to make it alone upon a 
weaker hand than if the score were more favourable 
to you, 

When you are elder hand, and the score stands 
four for you, and one for your opponents, do not 
fail to order up the trump, to prevent either of them 
from going alone. Of course, you need not do this 
if you hold the Right Bower, or the Left Bower 
guarded, 
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When playing second, do not ruff a small card 
the first time round, but leave it to your partner, 
Throw away any single card lower than an ace, 
so that you may afterwards ruff the suit you throw 
away. 

When your partner assists, and you hold a cara 
next higher than the turn-up card, ruff with it when 
an opportunity occurs. 

When third player, ruff with high or medium 
trumps, so as to force the high trumps of the 
dealer. 

When your partner leads the ace of a plain suit, 
and you have none, do not trump it; but if you 
have a single card, throw it away upon it. 

When second hand, if compelled to follow suit, 
head the trick if possible. 

When you cannot follow suit or trump, throw 
away your weakest card, 


ProcressrvE Eucurs. 


This is a version of the game suitable for mixed 
gatherings. The party play in fours, each pair of 
partners consisting of a lady and a gentleman. The 
first table is known as the “head table,” and the 
last as the “booby” table, those between being 
“second,” “third,” and so on. The head table is 
furnished with a bell, and the host provides a 
supply of cardboard or paper stars in three colours, 
say gold, red, and green. 

Two packs of cards of different patterns are taken, 
and a sequence from ace upwards, equal to the 
number of tables, is selected from the club and 
spade suits of each. These are shuffled, face down- 
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wards, The ladies draw from the one pack, the 
gentlemen from the other. The lady and gentle- 
man whose cards correspond play together, and the 
number of pips gives the table at which they are to 
play. 

The bell being struck, play begins, and con- 
tinues till one pair of partners at the head table has 
made five points, when the bell is again sounded. 
All play then ceases, but the scores already made 
stand, and decide the result of the games. 

The winners at the head table each receive a 
gold star, and keep their seats for the next game. 
The losers are transferred to the booby table, and 
the winners at the second table take their places ; 
being in turn replaced by the winners at the third 
table, and so on. ‘The losers at all but the head 
table keep their places, but exchange partners with 
the newcomers at the table, The winners at the 
inferior tables receive each a red star, and the /osers 
at the booby table a green star. 

At the close of play the lady and gentleman 
having the largest number of stars of a given class 
each receive a “prize.” In the event of a tie fora 
gold star prize, the number of red stars held by 
each player decides. If this again is a tie, the 
competitor with the fewest green stars is the 
winner, 

In the case of ties in points at any table when 
the bell is sounded, the holders of the most tricks 
toward the next hand are the winners.* 

* There is no English Code of Laws for Euchre. The 
accepted American Code was compiled in 1888 for ¢he 
Somerset Club, Boston, Massachusetts, by Messrs. H. C, 


Leeds and James Dwight. It will be found reprinted at length, 
by their permission, in the Book of Card and Table Games. 


LOO. 


Loo is played in divers fashions, but there are two 
leading varieties, known as “ three-card ” and “ five- 
card” Loo respectively. There is no limit in either 
case to the number of players, but six or seven make 
the better game. 


Turee-carp Loo. 


The full pack of fifty-two cards is used, the cards 
ranking as at Whist. The dealer, having been 
selected,* places an agreed number of counters 
(either three or some multiple of three) in the pool. 
Three cards are dealt, one by one, to each player, 
also an extra hand, known as “miss.” The card 
next following is turned up, and fixes the trump suit. 
The dealer then asks each player, beginning with 
the elder hand, whether he will play or “‘ take miss.” 
The player looks at his cards. If he holds a good 
hand, he will elect to play ; if otherwise, he has the 
option of either “taking miss,” i.z, taking the extra 


* This is usually done by dealing a preliminary round, face 
upwards, the first knave turned up entitling the holder to the 
deal, 
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hand in place of his own, or of “ passing,” #.¢. throw- 
ing up his hand altogether for that round. If miss 
be declined, the same offer is made to the next in 
rotation ; but so soon as miss is taken, the remaining 
players have only two alternatives—viz. either to 
play the cards they hold, or to pass. A player who 
has taken miss is bound to play. The cards he has 
discarded, as also those of any players who pass, are 
thrown face downwards in the middle of the table, 
and no one has a right to look at them. 

Should one player take miss, and all the rest 
throw up their cards, he is entitled to the pool. 
Should only one player have declared to play, and 
not have taken miss, the dealer may play either his 
own cards or take miss on his own account, but if 
he does not care to do either, he is bound to take 
miss and play for the pool, i.e. the proceeds of any 
tricks he may make remain in the pool, to abide the 
result of the next round. In the event of all save 
the dealer “passing,” the dealer is entitled to the 
pool. 

The elder hand (as among those who have 
declared to play) now leads a card. If he has two 
trumps he is bound to lead one of them. If he 
holds the ace of trumps he is bound to lead it, or if 
an ace be turned up, and he holds the king of the 
same suit, he is bound to lead the latter. If only 
two persons have declared to play, and the holder 
holds two or more trumps, he must lead the Aighest, 
unless his highest trumps are in sequence or of equal 
value,* when he may lead either of them. (With 


* As, for instance, where the player holds the seven and nine 
of trumps, the eight having been turned up; the seven and nine 
are then of equal value. 
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more than three declared players the last rule doce 
not apply.) 

The other players play in rotation to the card led, 
subject also to certain fixed rules, viz. each player 
must follow suit, if possible, and he must “head the 
trick,” #.¢. play a higher card to it, if able to do so. 
If unable to follow suit, he is bound to trump, or 
if the trick be already trumped, to over-trump, if 
practicable. 

The winner of each trick leads to the next, He 
is under the same obligations as the original leader, 
and is further bound to lead a trump, if he has one. 
This latter obligation is briefly stated as “ trump 
after trick.” 

The hand having been played out, the pool is 
divided, in the proportion of one-third to each trick. 
Suppose, for instance, that five persons have played ; 
that one of them has taken two,and another one 
trick. The first takes two-thirds, and the second 
one-third. The remaining three players are “ looed,” 
i.e. mulcted in the same amount as was originally 
placed in the pool, and these “loos,” as they are 
called, with alike contribution from the new dealer, 
form the pool for the next hand. It may, however, 
happen that only three players declare to play, and 
that each of them takes one trick. In such case no 
one is looed, and the only fund to form the pool for 
the next round is the contribution of the dealer, 
The next hand in such case is known as a single,” 
and it is a usual, though not invariable, rule, to 
make it what is called a “must,” meaning that 
every one, whatever his cards, is bound to play. This 
necessarily produces as many loos (less three) as 
there are players, and consequently a full pool for 
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the next hand. In the case of a “must” there is 
no miss. 

In circles where the interest of a game is gauged 
by the amount of money that changes hands, the 
payment for a loo is sometimes made equa] to the 
amount which may chance to be in the pool for 
the time being. Playing upon this principle, the 
amount of a loo tends constantly to increase, until 
the occurrence of a single (i.e. three players only 
declaring to play, and each taking one trick) brings 
it back to its normal proportions. Loo in this shape 
is known as “unlimited.” Under such an arrange- 
ment pence grow to pounds with startling rapidity, 
so much so, indeed, that no prudent player will ever 
sit down to the game in this form, and even among the 
most reckless it is customary to fix a maximum beyond 
which no further advance shall be permitted. 


Five-carp Loo. 


In this case five cards are dealt to each player, 
the card next following being turned up by way of 
trump. There are, therefore, five tricks to be con- 
tended for, and the contributions to the pool are 
made divisible by five accordingly. There is, in 
this case, no miss, but each player (beginning with 
elder hand) may discard as many cards as he pleases, 
the dealer replacing them with a like number from 
the remainder of the pack. It is at the option of 
each player either to play or to pass, but having once 
drawn cards he is bound to play. The discarded 
cards are thrown face downwards in the centre of 
the table. 

There is in this case a variation, in the fact that 
the knave of clubs, known as Pam, is made a sort of 
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paramount trump, taking precedence even of the ace 
of the trump suit. The rules as to leading, follow- 
ing suit, and heading the trick, are the same as at 
the three-card game. If, however, the ace of trumps 
be led, and the holder pronounces the formula 
“Pam, be civil,” the holder of the latter card is 
bound to pass the trick, if he can do so without a 
revoke, 

Special value is in this game given to a flush, i.e. 
five cards of the same suit, or (which are regarded 
as equivalent) four cards of the same suit and Pam. 
The holder of such hand at once turns up his cards, 
and “looes the board,” i.e. wins every trick as ot 
right, without playing his hand, even though stronger 
individual cards were in the hands of other players, 
No one is in this case allowed to throw up his cards, 
and all save the holder of the flush are looed. 
Should more than one player hold a flush, a flush in 
‘rumps has priority over one in a plain suit. As 
between two flushes in trumps, or two in plain suits, 
that consisting of the better cards wins.* The 
holder of the losing flush, or of Pam, if in the hand 
of one of the losers, is exempt from payment. In 
other respects the game resembles three-card loo. 

Some players at either game maintain what is 
termed “club law,” meaning that whenever a club 
1s turned up by way of trump, every one is bound to 
play. In such case there is no miss or drawing of 


cards. 


* Sometimes the preference is given to the eclder hand, 
irrespective of the value of the cards. 
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THE LAWS OF LOO. 


These may be briefly stated as follows: 

1.—Each player has a right to shuffle at the com- 
mencement of a deal, the dealer shuffling last. The 
cards shall then be cut by the player to the right of 
the dealer. To constitute a valid cut, there shall be 
at least four cards in each portion of the pack. 

z.—The cards shall be dealt one at a time to 
each player [with one card extra in each round for 
miss].* This having been done, the card next fol 
lowing on the pack shall be turned up as trump. If 
a card be found faced in the dealt portions of the 
pack, the cards shall be reshuffled and recut, and 
there shall be a fresh deal by the same dealer. 

3.—If the dealer— 

(1) Deals without having the pack cut; or 
again shuffles after the pack has been duly 
cut ; 

(2) Exposes a card in dealing ; deals too many 
or too few cards to any player ; 

(3) Misses a hand or deals a hand or part of a 
hand additional ; 

(4) Or otherwise commits any irregularity in 
dealing, it is a misdeal, and the dealer for- 
feits a single to the pool. The cards are 
again shuffied and cut, and there is a fresh 
deal by the same dealer. 


* The words between brackets apply of course to three-card 
joo. Sometimes the dealer is allowed, after dealing one card to 
each player, to deal three together for a miss, but the practice 
'g irregular, is 

At five-card Loo the Zearté method of dealing (first by threes, 
amd then by twos, or vice vers) is sometimes adopted. 
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4.—Players shall declare whether they play or 
pass in strict rotation, beginning with the elder 
hand. 

§.—Any player declaring before his turn, or 
looking at his cards before it is his turn to declare, 
forfeits a single to the pool. 

6.—Any player looking at miss before he has 
declared to take it, or exposing a card or cards of 
another player, forfeits a single to the pool, and 
must retire from the game for that round, 

7-—The dealer, taking miss against one player 
only, must declare before doing so, whether he 
plays for himself or the pool. In the latter case he 
cannot be looed ; but the proceeds of any trick he 
may make are left in the pool, to abide the result of 
the next hand. 

8.—If no one declares to play, the dealer is 
entitled to the pool, 

g.—A player having the lead, and holding the 
ace of trumps (or king, ace being turned up), is 
bound to lead it. 

10.—A player having the lead, and holding two 
trumps, is bound to lead one of them, 

11.—A player having the lead, and holding two 
trumps, other than in sequence or of equal value, is 
bound (when there are two players only), to lead 
the highest. 

12.—Every player is bound to follow suit if able 
to do so. 

13.—-Every player is bound to head the trick if 
able to do so, 

14.—Every player winning a trick, and still hold- 
ing one or more trumps, is bound to lead a trump. 

Any player committing any infractions of Laws Q, 
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10, 1, 12, 13, or 14, must leave in the pool any 
tricks he may make, and forfeit to the pool four 
cimes the amount of a single. 
15.—If a player, having declared to play— 
(1) Exposes a card before it is his turn to play, 
or 
(z) Plays a card out of turn, or 
(3) Plays a card before all have declared, or 
(4) Exposes a card while playing, so as to be 
named by any other declared player, 
He shall be compelled to throw up his cards, and to 
forfeit a single to the pool. 
16.—In the case of a revoke, it is in the option 
of any player, other than the offender, to require 
that the cards be taken up and the hand played 
again. 
17.—All penalties of a single shall be deemed to 
belong to the existing pool ; all higher penalties and 
proceeds of tricks left by way of penalty in the pool 
to the pool next following. 


NAPOLEON. 


THeERk are two or three versions of Napoleon, of 
“Nap.” We will begin with 


Tue Orruopox Game. 


The old game of Napoleon consists simply of five 
cards being dealt out singly and in order to each of 
the party, and then the players declaring in their 
turn how many tricks they think they can make. 
The eldest hand—that is, the player to the dealer’s 
left—has the first call, and every one after him can 
declare by increasing his call, up to the limit, “ Nap,” 
which is a declaration to take all the five tricks, 
Whoever makes the highest call has all the other 
players pitted against him, and leads out—that is to 
say, he puts a card face upwards on the table in 
front of him, the playing of that card determining 
the trump suit, as whatever suit is first led by the 
caller is trumps by virtue of the lead. The players 
then follow in order, it being imperative to follow 
suit if possible, but, except for this, any card may be 
played. There is no rule as to heading a trick or 
playing a trump after 2 trick, or indeed any restriction 
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whatever beyond following the led suit if you can, 
under penalty of a revoke for trumping or discarding 
when holding a card of the suit called for. The 
highest card of the led suit takes the first trick, and 
the winner leads a card to the second trick, the cards 
played not being packed or gathered together, but 
being left face upwards in front of their owners. 
The winning card is alone turned down. The winner 
of the second trick leads to the third, and so on, the 
declaration succeeding or failing according as the 
caller makes or fails to make the number of tricks 
that he declared. It matters nothing whether he 
makes two or even three tricks more than he declared 
to make; he is only paid for the number that he 
originally announced, and even if he does not take a 
trick, he simply pays for the number he called. 

It is a level-money transaction all round; that is 
to say, if a man calls three at ‘‘penny Nap,” he 
receives 34, from every other player if he makes the 
three tricks, and pays 34. to every other player if he 
does not make three tricks. Butif he calls Napoleon 
(five tricks) he receives 10d. if he wins, and only pays 
5¢.if he loses. We may say here that in most places 
where penny Nap is played, the 104. and 5§¢. are 
raised to Is. to win and 64. to lose, on the plea or 
making it even money. The round being over and 
the stakes paid, the deal passes in the usual way 
to the person to the left of the last dealer, and 
80 On. 

This is the old simple form of Napoleon, and it is 
what most people understand by the game. It is 
without complication of any kind, and the skill it 
requires is of two sorts—first, to judge the value of 
« hand with due regard to the number of players 
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and any calls that may have been made previously, 
and, next, how to play the hand—whether as caller 
or as one of the combination against the call—to the 
best advantage. 


Tue Varrarions. 


Here we may first note the call of “ Wellington,” 
which is a superior call to Napoleon, inasmuch as it 
supersedes the latter. Asin the Nap call, the player 
undertakes to make the whole five tricks, but at 
double the Nap stakes. Thus, if the caller of Nap 
receives Is, or pays 6¢., on a Wellington he would 
receive 25.0r pay 1s. Wellington can only be called 
over Napoleon, that is, it cannot be declared unless 
“Nap” is declared before it. 

Another innovation is an adaptation from Solo 
Whist, and is called “ Misery.” It is on the 
principle of the Misére, when, there being no 
trumps, the caller has to lose the whole five tricks, 
while his opponents, of course, endeavour to force 
him to take atrick. At some tables trumps, deter- 
mined in the usual way by the initial lead, are 
recognised; but this feature is quite foreign to the 
original Misére. If trumps are recognised the caller 
should invariably lead a single suit—i.e. a suit con- 
sisting of one card only. This declaration ranks 
between the calls of three and four, and is paid for in 
the same way as a call of three is paid for; that is, 
at our stakes, to win would be to receive 34. from 
each of the other players, and to lose would be to 
pay 34. to each. 

“Sir Garnet” consists of an excess hand of five 
cards, dealt in the usual wav and left on the table. 
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Until this extra hand is appropriated, each player, 
when it is his turn to call, has the privilege of taking 
it up and combining it with his own hand. From 
the ten cards thus in his possession he must reject 
five, which he throws away face downwards, and on 
the remaining five he is bound to declare “ Nap.” 
The stakes are the same as on an ordinary Nap 
call. 

In “Peep Nap” one extra card only is dealt, face 
downwards on the table, and each player, on his 
turn to call, may at his option have a private peep 
at the card by paying one penny—or higher, according 
to the stakes—into the pool. When all the players 
have called, the superior declaring hand has the 
privilege, if he has ‘peeped,” of exchanging the 
table card for one of his own. Nobody but the 
superior caller can exchange; nor, even if a player 
calls Nap, can he appropriate the peep card until 
the following hands have had the option of 
seeing it as above. In the event of a Nap call, 
it is as a rule to the advantage of the following 
players to peep also, as, if the caller uses the peep 
card, they have thereby a guide as to what suit to 
save. 

“ Purchase ” or “ Ecarté” Nap, however, is un- 
questionably the most interesting form of Napoleon. 
After the dealer has dealt, and before anybody starts 
calling, the dealer goes round again in turn, and 
serves out fresh cards from the pack in exchange for 
as many cards as the players may wish to throw 
away from their original hands. For every fresh 
card so exchanged the player has to pay one penny 
(or more, according to the stakes) into the pool. 
He must not exchange cards more than once in 

@ 
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each round, but he can then purchase any quantity 
up to five. The cards thrown away are not shown, 
nor used again till the next deal. The dealer must 
sell to each player in turn, and to himself last, after 
which the calls start from his left in the usual way. 
In view of the extra number of cards brought into 
the game, Purchase Nap should be confined to a 
table of not more than four players, and for the 
same reason the calls should be made on much 
stronger hands than at ordinary Nap. 


Tuer Poot. 


Napoleon is better played without a pool, because 
then players call the strength of their hands and no 
more, and are not tempted into extravagance. ‘There 
is, however, not much practical harm in playing with 
a small pool or “kitty.” The simplest way to make 
up a pool is for every dealer to put in a penny. It 
this will not satisfy the players, there are two ways 
of making a pool mount up more rapidly. They 
are, that every dealer shall put in 3¢. and every 
player 1d. every time, or that every player of a knave 
or a five of any other suit than trumps shall con- 
tribute Id. to the pool. The pool remains and 
accumulates until somebody succeeds in the call of 
Napoleon—or Wellington, where that higher call is 
allowed. The player who calls Nap and fails, does 
not usually have to double or even increase the pool. 
At some tables, however, the caller of Nap who fails 
to make it has to pay into the pool the same amount 
as is already there. This point should be agreed 
upon before beginning the game. In Peep or 
Purchase Nap the pools are made by the pay- 
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ments for “ peeping ” and “ purchasing ” respectively, 
and other methods of contributing to the kitty are 
dispensed with. The successful caller of Napoleon 
always takes the pool. 


Tre Game Exprarinep For Novices, 


Nap is played by any number of persons, from 
two to six, with a full pack of fifty-two cards, 
ranking as at Whist, ace highest and deuce lowest. 
The original deal is determined by turning up a card 
in front of each of the players, when the lowest 
turned up indicates the first dealer. The ace is in 
this case regarded as the lowest card. 

When it is ascertained who is to deal, the player 
on his left shuffles the cards, and the dealer may 
shuffle them after him if he chooses. They are then 
cut by the player on the dealer’s right, and the dealer 
distributes them face downwards, one by one, 
beginning of course to the left. 

There is no turn-up, and the undealt cards must 
be placed in a heap face downwards in the middle 
of the table, and not touched until the round is over, 
except at Purchase Nap, when the dealer retains 
possession of the pack until the purchases have been 
effected. 

Then follows the process of calling, which has 
been already described. 

We have gone upon the principle of calling the 
stake a penny per trick, but of course it can be six- 
pence, or any other amount. It may, however, be 
observed that “ Penny Purchase” is really as expen- 
sive as threepenny ordinary Nap. 

There are some few points to be remembered. 
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A declaration once made stands, and cannot be 
recalled. 

A player at Purchase Nap, having once bought 
fresh cards or refused to buy, cannot subsequently 
amend his decision. 

Unless there is an agreement to the contrary, the 
dealer must, in default of any higher call, make one 
trick, or pay 1d. each to the other players. 

Any one who has trumped a suit, or renounced 
upon a suit before all the five tricks have been played 
out, and so made or defeated a declaration, must 
immediately show his remaining cards to prove that 
he has not revoked. So stringent is this rule, that 
if he should refuse to show them, he is held to have 
revoked, and a revoke entails the following 
penalties :— 

On the revoke being discovered, the cards must 
be taken up and replayed properly—that is to say, 
players must follow suit, if they can; and always 
remember that a revoke is just as much a revoke it 
you throw away a card of another suit, holding a card 
of the suit led, as if you trumped under the same 
circumstances. 

The hand having been replayed, the offender pays 
the stakes for himself and every one of the other 
players to the caller, if the call succeeds, If the 
call fails, he pays the stakes to every other player, 
except the caller. 

A revoke proved against the caller himself entails 
the immediate penalty of the loss of the stakes ; 
that is to say, if a man calls three and revokes, it 
matters not how many tricks he makes, he must pay 
(at penny Nap) 3d. to every one of his opponents. 

If a card is exposed in the pack or in dealing, or 
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if there is a mis-deal, or if the pack 1s shown to be 
faulty, or if the cards are dealt without being cut, 
there should be a fresh deal by the same player. 

Any player can demand a fresh deal if any one of 
these faults is committed, but the demand must be 
made before the hands are looked at; otherwise the 
deal must stand. 

After all the calls have been declared, should a 
player discover that he has too few or too many 
cards the game must be played out, and if the number 
in the superior caller’s hand be correct he takes the 
stakes, if he succeeds in making his call good, but 
neither receives nor pays if he fails. Should the 
caller, however, hold a wrong number in his hand, 
he neither receives nor pays if he wins, but pays if 
he fails. When a Nap is declared, the game must 
be played out subject to the above rules, whether 
the other players have their correct number or not ; 
but, failing a Nap call, the cards must be redealt 
should any irregularity be discovered before all the 
players have declared. 

There is one rule at Napoleon that has fallen 
into disuse, and that relates to playing out of turn. 
It is so common for persons to play valueless or 
losing cards out of turn without remark, that many 
people forget that the fortunes of a hand may often 
be influenced by the premature exposure of the 
winning card ora trump. A person who, out of his 
turn, plays a card that obviously influences the 
game should be subjected to the same penalty as if 
he had revoked. 
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THe Number or Prayers. 


By far the best Nap table is made up of four 
players, because then dash and prudence must be 
pretty well equalised to play well. With three 
players great risks are commonly run, and with six, 
failures are so frequent that the game often gets 
tedious through a monotonous series of “two” 
calls. 

There are so many better games for two players 
that we need say little about what is called Single 
Nap. It consists of a series of bluffing calls, experi- 
ence soon teaching that it is safer to call three or 
four on a weak hand than to allow your adversary 
to take the lead. 

“Three” Nap is very nearly a game of chance. 
Only fifteen cards, or practically one quarter of the 
pack, are in play, so that the chances are nearly 
three to one against any given card being out. 
Consequently great risks are run, and these risks are 
for the most part justified. A player should call 
Nap on any hand of one suit headed by an honour, 
however small the remaining cards ; while he has a 
tolerable chance of making the same call upon any 
hand consisting of two suits, if he has four cards of 
the first suit headed by an honour, and an ace, king, 
or queen to fill up his hand. Where the hand con- 
sists of three or four suits, the cards that are not 
trumps should be aces or kings to make the call a 
prudent one. 

Reverting to the game as played by four or five 
players, the novice may be advised to lead trumps 
against the caller when he only requires one more 
trick, and, as a general rule, to let trumps alone when 
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the caller has more than one trick to make to 
establish his declaration. 

In conclusion, remember that on an ordinary call 
your first discard should be from your shortest and 
weakest suit, and bear the fact in mind as you note 
the discards of other players. In a Misery, your 
original discard should be your highest card of your 
shortest suit—a single card for preference, unless it 
be a deuce or tray.* 


* For an instructive series of illustrative hands at Napoleon, 
see the Book of Card and Table Games, 


PIQUET. 


Piquer is generally regarded as the best of card 
games for two players. 

It is played with a pack of thirty-two cards, which 
is called a “ piquet pack,” all below the seven being 
excluded. The cards rank in Whist order—ace, 
king, queen, knave, ten, nine, eight, seven, 

The score is made partly by combinations of cards 
held in the hand, and partly by points marked in the 
course of play. 


Tue Dean, 


The two players cut for deal, and in this cutting 
the ace ranks the highest. The player who cuts 
the higher card has the choice of first deal. After 
this the players deal alternately. 

It is customary to use two packs of cards, and the 
first dealer has the choice which pack he will use. 
Each player has a right to shuffle both his own and 
the adversary’s pack, the dealer shuffling last. After 
this the pack is “cut to the dealer ” by the adver- 
sary, as at Whist, 

It is customary to call the non-dealer the “elder 
hand.” 
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The dealer must deal the cards by two at a time 
or by three at a time, giving the top cards to his 
adversary, the next to himself, and so on, until each 
has twelve cards. 

The eight cards that remain (called the “stock ”) 
are placed face downwards between the players, 

There are no trumps in this game. 


DiscarRDING AND TAKING IN. 


Before anything else is done, each player has a 
right to reject some of his cards, and take others in 
their place. 

The elder hand begins. He has the privilege or 
discarding from his hand any number of cards not 
exceeding five (he must discard at least one), and 
taking a corresponding number from the top of the 
stock. If he does not take all his five, he may look 
at those he leaves, concealing them, however, from 
the other player. 

The dealer may then discard and replace in like 
manner, taking the cards from the stock in the order 
in which he finds them. He is bound to discard 
one, and he may, if he pleases, take all that remain, 
or any number of them. He may look at any cards 
of his own portion of the stock he leaves behind ; 
but if he does, the elder hand may demand to see 
them too, after playing his first card, or naming the 
suit he intends to play. 


CaLuine. 


The hands being thus made up, the elder hand 
proceeds to declare or “call” the scoring combina- 


106 PIQUET 


tions he may hold, in the following manner. There 
are three things in the hand that may be scored, 
namely (1) the point; (2) the sequence; (3) the 
quatorze or trio. 

(1) The point is scored by the party who has the 
most cards of one suit. The elder hand states how 
many he has. If the dealer has not so many, he 
says “Good,” and the elder hand scores one for 
each card ; if the dealer has more, he says “ Not 
good,” and the elder hand, scoring nothing, passes 
on to the next item. If the dealer happens to have 
the same number, he says “Equal,” and then the 
elder hand must count and declare the number of 
the pips—the ace counting eleven, the court cards 
ten each, and the others what they are. The 
highest number of pips makes the cards “good,” 
and invalidates those of the other party. If the 
number of pips are equal, neither scores. 

(z) The second item is scored by the party who 
has the best seguence, that is, the greatest number of 
consecutive cards, not less than three, of the same 
suit, or, if an equal number, those of the highest 
rank. Thus, ten, nine, eight, seven are better than 
ace, king, queen; but ace, king, queen are better 
than king, queen, knave ; and so on. A sequence 
of three cards, no matter what, counts three; of 
four cards, four ; beyond this ten are added, so that 
a sequence of five cards counts fifteen ; of six cards, 
sixteen; andsoon. The elder hand declares his 
best sequence. If the dealer has a better, he says 
“Not good”; if only inferior ones, he says “ Good.” 
In the latter case the holder scores not only for the 
best sequence, but for every other he holds in his 
hand; all the opposite party may hold being invelt 
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dated. If the best sequences are equal, neither 
scores 

(3) The third item is called the guatorze, from 
the fact that four aces, four kings, four queens, four 
knaves, or four tens in one hand, if “ good,” score 
fourteen. Three of either kind (called a ¢rio) score 
three. In deciding which party is to score, the 
higher cards are better than the lower, but any four 
like cards take precedence of the best three. Thus 
four tens are better than three aces ; but three aces 
are better than three kings, and so on. The elder 
hand names his best quatorze or trio, to which the 
dealer says “Good” or “ Not good,” as the case may 
be ; and, as with the sequence, the one who has the 
best scores all others he may hold, while those of 
the opponent are all destroyed. 

The point and sequence, when scored by either 
party, must be shown to the other, if asked for. 


Tre Pray. 


The items in the elder hand thus being counted, 
the holder lays down one card, thus beginning the 
“play.” The dealer plays to this; but, immediately 
before doing so, he calls and counts all 4e has to 
score in his hand. 

The play, the object of which is to gain tricks, 
follows the ordinary Whist rule ; the second player 
being obliged to follow suit, if he can, and the best 
card winning. If he cannot follow suit, he loses 
the trick, throwing away any card he pleases. 

The scoring of the play is peculiar. The first 
player to every trick counts one for the card he so 
plays; but if the second player wins the trick, he 
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also counts one. The player who takes the last 
trick counts an extra one for it. 

If either player wins more than six tricks, he 
scores ten “for the cards,” as it is called. If the 
two players win six tricks each, there is no score 
“for the cards” on either side. 


EXaMPLe. 


What has been above described constitutes the 
simple or ordinary game. There are some additional 
scores for extraordinary cases; but before we men- 
tion them it will be well to illustrate the foregoing 
directions by an example of an imaginary hand, 
which will show that although the description may 
appear complicated, the practice is very easy. 

A and B play at Piquet, B being the dealer, and 
A the elder hand. B deals out the following cards: 


To A. 
Spades—nine, seven. 
Hearts—ace, nine, eight. 
Clubs—knave, ten, seven. 
Diamonds—knave, ten, nine, eight. 


To B. 
Spades—queen, ten, eight. 
Hearts—queen, knave, seven. 
Clubs—ace, king, queen, eight. 
Diamonds—king, queen. 
After the deal the stock contains cards in the 
following order: 

Ace of diamonds (top card), 

Nine of clubs. 

Seven of diamonds, 


PIQUET 109 


Ace of spades. 
King of hearts. 


King of spades, 
Ten of hearts. 
Knave of spades (bottom card). 


A has a poor hand, and must take all his five 
‘eards, in the hope of improving it. He must keep 
his diamond suit entire ; so he discards the nine and 
seven of spades, the nine and eight of hearts, and 
the seven of clubs, taking in the five upper cards 
from the stock. 

B’s is already a good hand with the quatorze or 
queens—which he knows must be “good”—a fair 
chance for the point, and other favourable cards 
for trick-making. But he discards the ten and eight 
of spades and the seven of hearts with the hope of 
improvement, taking in the three remaining cards 
of the stock. 

The two hands are then as follows: A (elder hand) 
has ace of spades, ace and king of hearts, knave, ten, 
nine of clubs, and ace, knave, ten, nine, eight, seven 
of diamonds. B (dealer) has king, queen, knave 
of spades; queen, knave, ten of hearts; ace, king, 
queen, eight of clubs, and king and queen of dia- 
monds, 

The following conversation may be supposed to 
take place : 

A: My point is 6. 

B: Good. 

A (shows his diamonds, or says,—in diamonds ; 
and then adds): My best sequence is the quint ta 
the kmave of diamonds, 
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B : Good, 

A: | have also a tierce to another knave (shows 
knave, ten, nine of clubs, or says,—in clubs), 

A: And I have three aces, 

B: Not good. 

A: Then I score 6 for the point, 15 for the 
quint sequence, and 3 for the tierce, making 24. 

He then plays ace of diamonds, and says: 25. 

B: I score 14 for four queens, and 3 for three 
kings—total 17. 

B (plays queen of diamonds, and repeats) : 17. 

A (plays seven of diamonds) : 26. 

B (taking it with king): 18. 

B (leads ace of clubs): 19. 

A (follows with knave) : 26. 

B (plays king of clubs) : 20. 

A (ten of clubs): 26. 

B (queen of clubs): 21. 

A (nine of clubs) : 26. 

B (eight of clubs) : 22. 

A (throws away king of hearts): 26 

B (leads king of spades) : 23. 

A (takes it with ace): 27. 

A (now leads knave of diamonds). 2& 

B (anything) : 23. 

A (ten of diamonds): 29. 

B (anything): 23. 

A (nine of diamonds) : 30. 

B (anything) : 23. 

A (eight of diamonds) : 31. 

B (anything) : 23. 

A (ace of hearts): 32. 

B (his last card): 23. 
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A: Then I score 1 for the last trick—33, and 
10 for the cards ;* that makes me in all 43. 

B: And I score 23. 

A note is made of these numbers, and the next 
deal is proceeded with. We shall hereafter explain 
how the final score is made up from the results 
obtained in the successive hands ; but before doing 
this it will be well to complete the description of 
the scoring elements. 


Piquet is remarkable for containing certain extra- 
ordinary chances, some of them of great scoring value. 
These are four in number, namely, the Carte Blanche, 
the Repigue, the Pigue, and the Capot. 


Carte BLANCHE. 


If the hand originally dealt to either player con- 
tains neither a king, a queen, nor a knave (no picture 
card, in fact, whence the name), it entitles the 
holder to score ten. 

As soon as the player is aware that he has this, he 
is bound to inform his adversary; and after the 
adversary has discarded, he is bound to show his 
carte blanche by counting the cards, one by one, on 
the table. 

The score for a carte blanche takes precedence 
of all other scores. 

REPIQUE. 


When either player can score thirty or more by 
the contents of his hand alone, before his adversary 
can score anything, he gets what is called a repique, 
which enables him to add sixty to his score. 


* & having made seven out of twelve 
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Thus, if the elder hand finds himself with, say— 


A good point of five ° ° ’ ’ nd} 
A good quint sequence , e . ° 15 
A good quatorze , ° ° . . - 14 


w 


such a combination will enable him (if the dealer 
does not hold carte blanche) to score ninety-four. 


Pigue. 


When the elder hand counts something less than 
thirty in hand, but can make it up to thirty by play 
before his adversary counts one, he adds thirty on 
this account to his score, This is a pigue. It is 
obvious that a pique can never be gained by the 
dealer, as his adversary always counts one for the 
first card he plays. 


Capor. 


If either of the players gain a// the tricks, he 
scores forty for them, instead of ten for the majority. 
This is called a capot. 

Pique, repique, and capot are not unfrequent ; but 
the occurrence of carte blanche is exceedingly rare, 
occurring only about once in nine hundred deals. 

As an example of how these extraordinary chances 
tell, suppose that the elder hand, after discarding, 
should find himself with four major tierces in his 
hand, the dealer having only three cards of each 
suit, including at least one knave, so as to prevent a 
carte blanche ; the elder hand would then score as 
follows : 
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hw the hand— 
Point . . . : @ ° ° oie & 
Four tierce sequences. ° ° 2 -7) 12 
Three quatorzes , ® » e ° » 42 
57 
Add for the repique e ° ’ e - 60 
dn play— 
Twelve cards, all winning , ’ 2 . 2 
For the last card, ° ° * > « 
For the capot . S . a . * » 40 
Total score for one hand ~ ° ° . 170 


When it is considered that in some hands the 
score may be nothing, and that it may vary in all 
degrees between these, the variety obtainable will 
be strikingly evident. 


Tue Finat Score. 


It is necessary now to explain what is done with 
the scores made in the successive hands, and how 
the final adjustment is effected. 

According to the original mode oi playing, the 
game consisted of 100 points; indeed, in early times 
the name Cent (corrupted into Sant or Saunt) appears 
to have been applied to it. Hoyle adhered to this, 
but at some later period the 100 was altered to ror. 
This was also the ordinary way of playing the game 
in France, and has been generally adhered to in 
England until the last few years. According to 
this, the score of each hand is registered, either by 
writing it down, or by some kind of marking con- 
trivance, and the whole added up until the 100 
limit is reached by one of the parties. The game 
may extend over several hands, or it may, by the aid 
of the extraordinary scores, be completed in one. 

R 
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It will, however, often happen that both partics 
may arrive simultaneously near the 100 score, and it 
then becomes necessary to register carefully and in 
proper order the scores made at the different stages 
of the hand by the two parties respectively. The 
laws prescribe that the scores, whether obtained by 
the elder hand or by the dealer, shall be reckoned 
in the following order of precedence—viz. : 

1. Carte blanche. 

. Point. 

. Sequences. 

. Quatorzes and trios, 
. Points made in play. 
. The cards. 

Applying, therefore, the scores made by either 
player under each of these heads, in the order named, 
the one who first reaches 100 will have won the 
game. 

This simple game of 100 may suffice for domestic 
amusement; but a few years ago an alteration was 
made in the practice of the clubs, by the introduction 
of what is called the Rubicon Game, which is as 
follows: 

There is no definite number of points constituting 
a game, but the players play six deals, forming what 
is called a “partie.” The scores made by each 
player in each deal are registered on a card, and at 
the end of the partie they are added together. The 
partie is won by the player who has made the highest 
aggregate score. The winner then deducts his 
adversary’s score from his own, and 100 is added 
to the difference, which makes the number of points 
won. 

Thus, suppose A has scored in the six deals 120 


An > wn 
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points, and B 102, A wins 120-102 + 100 = 118 
points, for which he has to be paid. 

But there is another condition, namely, the estab- 
lishment of 100 as a “ Rubicon.” The law says that, 
if the loser fail to reach this amount, the winner 
reverses the rule, and instead of deducting the loser’s 
score adds it to his own. 

Thus, if A has scored 120, and B only 98, A wins 
120+ 98 + 100 = 318, although the loser is only 
four short of his former score. 

This mode of scoring has now superseded, at the 
clubs, the original 100 game. It certainly adds a 
new feature to the play; forif a player finds, towards 
the end of the partie, that he is not likely to reach 
the Rubicon, it is his interest to score as few points 
as possible, instead of trying to win. 


APPLICATION OF SKILL. 


The skill required in Piquet applies to the rejection 
of cards from the original hand, and to the subsequent 
play, both of which offer excellent scope for intelli- 
gence and judgment. It would be impossible, in the 
short space at our disposal, to enter into all the com- 
plicated considerations which influence this matter. 
These, therefore, must be studied in larger works on 
the game.* The essay by Hoyle, printed in the 
modern editions of his “Games,” contains much 
useful instruction, though not very cleariy conveyed. 
The following are some hints taken from it : 

In discarding, it is a great object to retain such 
cards as will be likely to favour your winning “the 


*® See in particular the excellent treatise on the game by 
“ Cavendish,” publisbed by Messrs. De La Rue & Co. 
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cards,” i.¢. making the majority of tricks, which 
will generally make a difference of twenty-two or 
twenty-three points tothe score. Do not, therefore, 
throw out good trick-making cards for the hope of 
getting high counting sequences or quatorzes, the 
odds for which are considerably against you. 

The next attention should be to your “ point,” 
which will induce you to keep in that suit of which 
you have the most cards, or that which is your 
strongest. Gaining the point generally makes ten 
difference inthe score. Good authorities attach even 
moreimportanceto the point than to thecards, because 
it scores earlier, and may save a pique or a repique. 

Of course, you would retain a good sequence— 
good, that is, either in respect to length or to rank 
of cards, A sequence of four is especially valuable, 
because, if you happen to take in one card in 
addition to it, it may add ten to your score. And 
even a sequence of three is not to be despised, as 
that also invites useful increase from the take-in. 

Of course, also, you would keep any quatorze if 
you have it, even if low, as it would destroy three 
aces in the adversary’s hand. 

A trio should also be kept, if it can be done with- 
out detriment to the cards or the point, as there is 
always a possibility of converting it into a quatorze. 
(If you take in five cards, it is only three to one 
against your doing so, 7.¢. you would probably succeed 
once in four times.) 

But Hoyle gives a case to show caution in this 
respect. Suppose you have ace, king, queen, and 
seven of hearts, and two other queens, and that it 
was a question whether you should discard one ot 
your queens or the seven of hearts. If you discard 
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the latter, it is three to one against your getting the 
queen quatorze; but if you discard the queen, 1t 1s 
five to two that you will take in another heart, which 
would probably give you not only the point, but 
also five certain tricks towards the “cards.” 

Suppose you, being elder hand, receive queen, 
ten, nine, eight, and seven of clubs; knave, ten of 
diamonds; king, queen and knave of hearts; ace 
and nine of spades, the natural impulse would be to 
retain the clubs intact for the point and sequence, 
and discard from the other suits. But Hoyle recom- 
mends you to discard all the clubs. It is true that if 
you took in the knave of clubs it would be a good 
thing, but it is three to one against it; whereas, if 
you keep the other suits intact, you will take in 
something that will give you a better chance of 
scoring than you could have made by the other course. 

It may assist your discard to consider, by inference 
from your own hand, what the adversary can or can- 
not possibly hold. For example, if you are very 
short of a suit, he may have a long point or sequence 
in it. If you have any honour or ten, he cannot 
hold a quatorze of that rank, but if you are short of 
one, he may do so; also your holding a knave or ten, 
or some other combinations, will prevent him from 
holding a quint in that suit, and so on. 

Beware how you unguard kings and queens. If, 
being elder hand, you reject a guard to a king, it is 
probable that in taking five cards you may replace 
it; but when you are younger hand, it is highly 
desirable to retain the guard, and for this purpose 
it is considered further advisable to keep a small 
card of a bad suit, that it may serve as a guard for a 
king if you should take one in, 
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In some positions you must regulate your discard 
according to the score. Thus, if you only want a 
few points, it would be foolish to lay out with a view 
to any large object; you would devote all your 
attention to what counts first, namely, the point and 
sequences; success in which might carry you out 
before your opponent could get in. On the other 
hand, if your adversary is much in advance of you, 
you can probably only retrieve your fortune by a 
large score, and you would discard with this view. 
To consider the “cards,” unless with a view to a 
capot, would be useless. 

It is considered desirable for you, if elder hand, to 
take all five of your cards, unless you have a chance 
of a great score, and there can be no repique against 
you. The consideration is not only whether the cards 
will benefit you, but also whether, if you leave them, 
they may not much more benefit your adversary. 

If the younger hand should have dealt to hima 
hand which will enable him to make six tricks, 
Hoyle advises that he should not make such a dis- 
card as will incur the risk of losing the “cards,” 
unless he should be very backward, and have a 
scheme for a great game. 

In regard to the play of the hand, it is difficult to 
lay down rules, but an acquaintance with Whist play 
will be avery useful general guide to the student, 
showing him how to establish and bring in his suits, 
how to get tenaces led up to, how to preserve guard 
to second-best cards, and so on. 

The most essential thing is to secure the seventh 
trick, which scores the “cards”; though, of course, 
every trick made is of importance to your score, the 
last counting two, 
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But the most important point in play is to dis- 
cover and to take due advantage of the contents of 
the adversary’s hand. The compulsory calling and 
showing of the various scoring elements give certaip 
positive indications; but many others may be 
obtained by a skilful player, by inference from 
his own hand, and from the cards he may see of 
the stock, and these indications may often be used 
to considerable advantage. 

For this reason, there is an antagonistic exercise 
of skill in concealing the contents of your hand 
from your adversary, in order to prevent his drawing 
correct inferences. For example, a clever player 
will sometimes refrain from claiming scoring-ele- 
ments which he may hold, when he thinks that by 
concealing them he may gain greater advantage in 
the play. This is called “sinking.” 

With a bad hand great care is often necessary, by 
guarding second-best cards, or otherwise, to gain a 
single trick and so save the capot, which makes such 
a large score. 

A more powerful aid to skill, both in discarding 
and playing, is to be found in the study of the laws 
of probabilities, which are peculiarly applicable at 
Piquet. Lengthy and elaborate statements of the 
chances will be found in “Cavendish” and in the 
earlier editions of “Hoyle”; and are well worth 
the attention of those who care to study the game 
fully.* 

* For the authorised Laws of the Game, in its modern form, 


see The Book of Card and Table Games, or the treatise of 
**Cavendish” before mentioned. 


POKER. 


THERE are several varieties of Poker, distinguished 
by the names of “ Straight,” “‘ Draw,” Stud,” and 
“ Whiskey”? Poker respectively. These, again, are 
played in different ways, varying with the locality, 
scarcely any two States of America, the home of the 
game, being fully agreed as to its correct form, So 
fully is this divergence recognised, that even in 
America a company, sitting down to play Poker 
together for the first time, usually begin by dis- 
cussing how the game shall be played in respect of 
the various points of difference. We shall endea- 
vour to give a clear idea of what (if any) may be 
called the standard games, with a few of the more 
important variations, 

The most popular variety is Draw Poker, though 
the full name is rarely used, the single word “ Poker” 
being usually understood to indicate the “Draw” 
game. 

Draw Poker is played with the full pack of fifty- 
two cards, There is no set limit to the number of 
players, but five make the best game and six should 
be the maximum, As each player holds five cards 
at the outset, and has the right, if he so pleases, to 


POKER a2i 


“draw” five more, it is obvious that if even six 
players exercised their right to the full excent, the 
pack would not suflice to supply their demands, 
As they never do fully exercise it, with six players 
there is a sufficient margin; but with seven the 
margin is inconveniently small. 

The stakes are represented by counters, known in 
America as “chips.” We will suppose that these 
are equivalent to pence. A certain amount, say 
twelve counters, is fixed upon as the limit of the 
stake, As will be seen hereafter, such limit is rather 
imaginary than real, applying merely to the successive 
stages by which the ultimate total is reached, the 
latter being (unless, by agreement, a limit is placed 
on this also) an unknown quantity. 

The dealer having been selected, and the pack 
shuffled and cut, he proceeds to deal round, one at a 
time, five cards to each player. First, however, the 
elder hand, at this game known as the “ Age,” before 
seeing his cards, starts the pool with a preliminary 
stake known as the “‘ante.”* This must not exceed 
one-half of the limit. Thus, in the case supposed of 
the limit being twelve counters, the Age has the 
option of putting up any number from one to six, as 
he pleases. This stake, from the fact that it is made 
without seeing the cards, is known as a “blind.” 

We will suppose that five players are taking part, 
whom we may distinguish as A, B, C, D and E; 
that they are seated in the order indicated in the 
diagram, and that A is the dealer. The deal passes 
from A to B, and so on. B is in such case the Age, 


* As the game is sometimes played, the dealer, and not the 
Age, puts up the anve, but the contrary is the more usual 
practice. 
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and has put up, by way of ante a single counter.* 
Each player looks at his cards, whose value depends 
upon his possession of certain combinations, ranking 
in proportion to the rarity of their occurrence. C 
‘5 the first to declare. If his cards are so bad that 
he has no hope of winning, he may “ pass,” i.e. go 
out of the game altogether for that hand, In such 


Cc D 


A 


case, he throws his cards, face downwards, in front 
of the Age, who will in due course be the next 
dealer. If, on the other hand, C thinks his cards 
worth playing on, he “goes in,” ie. he puts in the 
pool double the amount staked by the Age. D, E 
and A in rotation do the same, either “ passing ” and 
throwing up their cards, or “ going in” and placing 
in the pool a like amount to that just contributed by 
C. When the turn of B (the Age) is reached, he 
has to make a similar decision, and, if he decide to 
go in, must put in the pool a like amount to that 


* This being a compulsory stake on an unknown hand, it is 
prudent to make it as small as possible. 
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which he first staked, thereby placing himself on an 
equal footing with the other players.” 

There is, however, another possible contingency. 
B has put up, by way of ante, the minimum, one 
counter only. If either of the players holds a hand 
which seems a probable winner, he may desire to 
put a heavier stake on it. In such case, he must 
first make good the ante (#.e. hand in two counters), 
and may then “go better,” or offer a higher stake 
to the extent of the limit. C, we will suppose, has 
simply made good the ante. D not only does the 
same, but goes four better. He thus contributes in 
all, six counters to the pool, and any subsequent 
player who desires to “go in,” must also hand in 
six counters. Having done so, such subsequent 
player has the option of again going better on his 
own account. We will suppose that E makes good 
D’s “raise,” and goes three better, making in all 
nine counters. A, we will assume, has but a poor 
hand, and sees small chance of winning. Such 
being the case, he passes out, and throws up his 
cards, still, however, retaining his functions as 
dealer. It is now the turn of B, the Age, who 
has to consider whether, under these conditions, it 
is worth his while to goin. Should he elect to do 
so, he must hand in eight counters, #.¢. nine, less 
the single counter which he staked by way of ante. 
If C still elects to go in, he must pay seven counters, 
in addition to the two he has already paid. D, in 
like manner, three counters. 

Having reached this stage, the standing players 


* The Age, as a tule, goes in, even with poor cards; if he 
es, he is bound to lose the half-stake already put up, ‘and it 
, therefore, generally worth his while to risk the other belf, 
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proceed to draw to “fill their hands,” i.e, discard 
their least valuable cards (throwing them face 
downwards on the table), and receive a like number 
from the dealer. 

At this point, it may be convenient to state 
wherein the strength of a poker hand lies, and 
what, therefore, is the object of the players. A 
poker hand is valuable in so far as it contains 
certain cards, or combinations of cards, ranking as 
under. We begin with the highest. 

1. A Srraicnt Fiusn, te. a sequence of five 
cards, all of the same suit. 

N.B.—As between two sequences, that beginning 

with the highest card has the preference. 
The ace may be treated at pleasure either 
as the highest card or the lowest, and will, | 
therefore, form a sequence either with king, 
queen, &c., or with two, three, &c., Ace, 
king, queen, knave, ten is the highest possible 
sequence. Ace, two, three, four, five, the 
lowest. 

2. Fours, i.¢. four cards of the same denomination, 
with one indifferent card, the higher four having 
priority. 

[Aces in this case count as highest, so that # four 

of aces is the best possible. ] 

3. A Fut, i.e. three cards of the same denomina- 

tion, and a pair. 

[As between two fulls, the comparative value of 

the three cards in each case decides priority.] 

‘4. A Frusn, i.e. five cards of the same suit. 

5. A Sraraicut, i.e, five cards in sequence, but not 

of the same suit. 
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6, Tress, #.¢. three cards of like denomination, 
with two indifferent cards. 

7. Two Parrs, with an indifferent card, 

8. A Parr, with three indifferent cards. 

g. Hicuest Carp. Where no hand has either of 
the above combinations, that containing the 
highest card is the winner. 

[As between pairs or sequences in opposing hands, 
the highest wins. Where each holds two 
pairs, the two best are compared, and the 
highest wins. In the event of equality of 
pairs, the hand containing the highest indif- 
ferent card wins. In the event of absolute 
equality between the two best hands, the pool 
is divided.] 

A study of the foregoing table will make clear 
the objects aimed at by each player, and the 
principles which regulate his discard. It may be 
taken for granted that a player, having received a 
scoring combination, however small, will certainly 
hold it. Thus with a pair and three indifferent 
cards, the player would certainly retain the pair 
and exchange the rest, in the hope of converting 
his pair into threes, or something better. With 
threes, he would, as a rule, exchange the two in- 
different cards, in the hope of receiving a pair, 
and so transforming his “threes” into a “full.” 
With two pairs, he would exchange the odd card, 
in the hope of receiving another of like denomina- 
tion with one or other of his pairs, which again 
would give him a “ full.” 

It may occasionally happen that a player receives 
in the first instance a hand so good that he is not 
likely to gain anything by drawing, and prefers, 
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therefore, to stand on the cards given him. Such 
a hand is known as a “pat” hand. The most: 
obvious example of a hand which cannot gain by 
drawing is that of fours. This, as we have seen, 
is the second highest hand that can be held ; indeed, 
a straight flush is of so rare occurrence, and the 
holding of two fours by different players so unlikely 
a contingency that a hand of “ fours” is practically 
a safe winner. The odd card is in such case worth- 
less, but nothing for which it could be exchanged 
would add to the value of the hand. 

There is, however, another consideration to be 
taken into account in determining whether to draw 
or not. This we shall deal with hereafter. For 
the moment we will revert to our imaginary game. 
A has passed out ; B, C, D and E have respectively 
raised or made good the raise (to the extent, in- 
cluding the ante, of nine counters each). We will 
now examine their cards. B’s hand consists of ace 
of hearts, queen and three of diamonds, queen of 
clubs, and five of spades. He has thus a pair of 
queens, but the remaining cards are at present 
worthless. C has ace of clubs, three and four ol 
spades, nine of hearts and two of diamonds, four out 
of the five cards being in sequence. D has ten and 
eight of hearts, ten of spades, knave of clubs, and 
eight of diamonds ; a fairly good hand, for it contains 
two pairs. E has five cards without any scoring 
combination, say eight and three of clubs, king and 
four of hearts, and knave of spades. 

B has the first claim to draw. He might very 
well discard all three of his non-scoring cards, but 
such a proceeding would be tantamount to an aC- 
knowledgement that he only had as yet # pair 
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and one of the main points at Poker is to keep 
the adversaries in the dark as to the strength of 
the player’s hand. He has nearly as good a chance 
of making a three, or two pairs, by exchanging two 
cards only, and accordingly does so, retaining the 
pair and the ace of hearts. We will suppose that 
he draws the queen of hearts and nine of diamonds. 
He has now threes of queens. C exchanges the 
nine of hearts, in the hope of completing his 
sequence, but draws, say, the knave of diamonds, 
which makes him no better. D, having already 
two pairs, discards the odd card on the chance of 
drawing another eight or ten, either of which 
would make him a “full,” but actually draws, 
say, the five of diamonds, which is useless. .E’s 
hand is absolutely worthless as it stands. He might 
exchange all five cards, in the hope of drawing 
better, but to do so would be to confess his weak- 
ness, and at Poker it is not always the best hand 
that wins. He exchanges ome cara only, leaving 
it to be inferred that he has either two pairs, 
threes, fours, or a flush or sequence lacking one 
care. He discards the three of clubs, and receives, 
say, the ace of spades, leaving his hand still worth- 
less. 

The betting is now resumed. In regular order it 
would be for B (the Age) to start it, but he has the 
privilege, if he so pleases, of “holding the age,” i.e. 
reserving his stake till the other players have had 
their say.* C, therefore, is the first to declare. 
His cards are worthless, and he decides to pass out. 


* Should B have already thrown up his cards, the privilege 
does mot passtoC, There !s a maxim on this point, ‘‘ The Age 
mever passes.” 
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D has but 2 moderate hand, for two pairs may casily 
be beaten. On the other hand, they frequently win, 
and it would be foolish to show the white feather 
until he knows a little more about the hands of his 
adversaries. He goes five counters. HE, as we have 
seen, has nothing. He has two alternatives, either 
to go out and sacrifice what he has already staked, 
or to endeavour to drive others out by a false pretence 
of strength. Deciding for the latter alternative, he 
not only makes good D’s stake, but goes ten better, 
as though he held a capital hand. A has already 
passed out; and it is, therefore, B’s turn. He 
has “threes,” a much more than average hand, 
and far too good to be driven out of the field 
without a struggle. Under such circumstances two 
alternatives are open to him. He may simply make 
good the last raise, and say, “ I'll see you ” (in which 
case all turn up their cards, and, having the better 
hand, B wins the pool), or he may be inclined to 
speculate a little further. He makes good the raise, 
and goes five better. C, it will be remembered, has 
already passed out ; and D, inferring from the per- 
sistence of E and B that they hold pretty strong 
hands, thinks discretion the better part of valour, 
and goes out also. The battle is now solely between 
B and E. B has a good hand, and E has nothing $ 
but if he is a bold player, he may still win. B's 
last raise, which was to only half the limit, tends to 
indicate that he has not a very strong hand, and 
perhaps a little “bluffing ” (as the betting upon a 
worthless hand is called) may frighten him out of 
the field. Accordingly, E not only makes good 

’s raise, but again goes the maximum (ten) better. 
Unless E has the reputation (a very undesirable one) 
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of a habitual biuffer, B will probably begin to feel 
alarmed. £E’s repeated raises, coupled with the fact 
that he only drew one card—a sign of a pretty 
strong hand—suggest that he holds probably fours, 
if not a “full,” “sequence,” or “ flush,” either of 
which would put B out of the running. He is 
again confronted with the same alternatives—viz, to 
make good E’s raise and see him (in which case 
B would win) ; to go better, which seems hazardous ; 
or to pass out, thereby avoiding the necessity of 
making good the last raise. If he is a timid player, 
he may possibly (either at this stage or later) adopt 
the latter course, in which case E takes the pool 
without showing his cards, thereby concealing the 
fact that they were worthless. This privilege is 
very important, for “bluffing” is an essential part 
of the game of Poker, and to bluff with success 
depends mainly on the adversaries’ ignorance of 
the habitual tendencies of the player in this par- 
ticular. If a player is known to be in the habit 
of bluffing, he does so at a great disadvantage. 
The man who can bluff most successfully is the 
steady-going player with whom high stakes are the 
usual indication of good cards. When such a one 
begins to “‘plunge,” the other players are apt to 
place themselves in the position of the coon sighted 
by the crack marksman in the American story, 
“Don’t fire; [I'll come down.” Obviously, to ex- 
pose the cards on which a player has been steadily 
raising all competitors, and reveal the fact that, 
instead of the expected “full,” or “flush,” there 
is not even a solitary “pair” among them, would 
tend heavily to discount the effectiveness of the same 
player’s bluffing im 2 subsequent round. Hence the 
A 
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rule of not showing the cards in such a case, which 
is always adhered to. 

The probabilities of receiving by the deal one or 
other of the Poker combinations are thus stated by 
“Cavendish :” 


Odds against a straight flush . ° - 649,999 to & 
me fours . . ° ° - 4,164to © 
Fp a full. . ° ° ° 693 to I 
a a flush . e e ° 507 to x 
Po a straight , ° ° ° 254to I 
SP triplets . ° o . 45 to © 
oa two pairs , ° ° . 2oto - 
- one pair » . ° ° 13 to 10 


It is obvious that the privilege of filling the hands 
tends greatly to diminish these odds against any 
given hand (say by one-half, as the player may if he 
pleases have ten instead of five chances), but the 
relative frequency of the hands will remain pretty 
much the same. Bearing in mind the considerations 
above suggested, it is obvious that the ultimate 
chances are in favour of holding a pair, and as each 
player has the same chance, a pair, and particularly 
a low pair, is but a poor hand. From this to two 
pairs is a long step, and a player who invariably held 
triplets would, in the long run, be a heavy winner. 
A fortiori, any hand above this limit stands to win, 
and should be backed accordingly. 

The smaller the number of players, the more 
freely may a fair hand be backed, as there is the less 
probability of its being surpassed by other players. 

In drawing to a pair, if one of the indifferent 
cards should be an ace or court card, this card should 
be retained, and only the other two exchanged. 

Holding “threes,” the player may please himselt 
whether to draw two cards or one only, but the 
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latter is preferable, as giving less information to the 
enemy. 

With ‘‘fours,” the odd card should always be 
exchanged, for the same reason, The hand cannot 
be improved by the exchange, but the adversaries 
are left in uncertainty as to its value. 

Holding four of the needful cards to make a flush 
or straight, the player should go in, and exchange 
one card, in the hope of completing the desired 
combination. With less than five cards, the attempt 
has but little chance of success. 


Tue STRADDLE, 


In Poker as originally played, there was no “raise” 
prior to the filling of the hands. Each player who 
went in simply put up the double ante, and all 
further staking was suspended until the hands had 
been filled. But such a comparatively slow proce- 
dure did not suit the more go-ahead players, and the 
“straddle” was invented to accommodate them. 
This queer term is another name for “doubling.” 
The privilege of starting a straddle was confined to 
the player to the left of the Age. Assuming that 
the Age had put up one counter by way of ante, 
the next player, instead of putting up ‘mv, would 
put up four, saying, “I straddle you.” The next 
player may in like manner “straddle the straddler,” 
putting up ¢ig/¢ counters, and so on, up to the 
“limit,” which must not be overpassed. Should 
any player, however, omit to exercise the right in 
his turn, it is thereby extinguished, and cannot be 
exercised by any subsequent player. 

Where it is permitted to players to raise on the 
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ante before filling the hand, the straddle ceases to 
have any importance, and is not usually recognised, 


Jacx-Pors. 


This is one of the latest innovations in the game 
of Draw Poker, and in New York is accepted as an 
integral part of the game. It was invented to meet 
the not unfrequent case of the whole table declining 
to “go in,” in which case the Age simply repocketed 
his ante, and the deal passed, nobody being either 
the better or the worse. In such a case, instead of 
the Age withdrawing the ante, each of the other 
players puts up a like amount (single, ot double). 
The cards are then dealt by the next player. There 
is in this case no Age, but any player who chances 
to hold a pair of jacks, or anything better (according 
to the scale already given), puts down any stake he 
pleases; thereby “opening the jack-pot,” as it is 
called. The player to his left must either make 
good the stake or go out, and so on round the table 
in the usual way, any player having the privilege of 
raising, in which case the raise must be made good 
by the other standing players. And so the round 
proceeds, till some one brings it to an end by 
“calling,” ie. declaring that he will “see” his pre- 
decessors, when the best hand wins. Should no one 
“go in” save the original opener of the jack-pot, he 
takes the pool ; but in this case he is bound to show, 
to preclude fraud, that his cards really did include a 
pair of jacks, or some higher combination. 

It may, however, happen that the second round 
passes without any player holding the needful cards 
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to open the jack-pot.* In such case each player 
puts another chip in the pool, and there is a fresh 
deal by another player. This is repeated until the 
jack-pot is actually opened. 


Taste STakes. 


These are now made the rule by many players, 
and the practice is a wholesome one. The term 
signifies that each player puts on the table before 
him (either in cash, or in counters for which cash 
has been paid), the whole amount he intends risking, 
and cannot be “raised” to any greater amount. It 
a player has no money on the table, he must either 
make good the deficiency before taking up his cards, 
or retire from the game. 


For the reasons previously stated, there is no 
universally accepted code of Laws for Poker. For 
a code which is believed to represent the most usual 
practice in the cases for which it provides, the 
reader may be referred to The Book of Card and 
Table Cames. Another set of laws will be found 
in Round Cames, by “Cavendish” (De La Rue 
& Co.). ; 


We now proceed to discuss the alternative versions 
of the game, First in order comes— 


* Some players on a second round only allow the jack-pot to 
be opened by a pair of queens, or better; ona third, only bya 
pair of kings, or better; and on a fourth, only by a pair of aces, 
or better ; but the practice is not recommended. 

No player, even though holding the needful cards, is bound 
to open the jack-pot unless he pleases. 
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Sreaicnr Poxer. 


This game, sometimes known as “ Bluff,” differs 
from “Draw” Poker in several particulars—viz. : 

1. There is no filling of hands, each player 
retaining the cards first dealt to him. 

2. Each person puts up an agreed amount by way 
of ante. As a matter of convenience, it is frequently 
arranged that each player in turn puts in for all. 
To avoid dispute as to whose turn it may be, a 
pocket-knife, known as the “ buck,” is passed round, 
resting with the player whose turn it is to “chip” 
for the remainder. Having done his duty, he passes 
the buck to his neighbour on the left, who chips for 
the next deal, and passes the buck to Ais next neigh- 
bour, and so on in rotation. 

3. The elder hand, or “ Age,” has no privilege. 

4. The deal passes, not in rotation, but to the 
player who takes the pool. 

5. Any player may “pass,” and come in again, 
unless some other player has raised in the meantime, 
in which case he is excluded. 

6. If all pass, or if there is a misdeal, there is a 
fresh contribution to the pool, and the elder hand 
deals, The pool is then known as a “double 
header.” 

In all other respects (as to raising, seeing, &c.), 
the game is played precisely as Draw Poker. 


Srup Poker, 


This is a special form of Straight Poker. Its 
essential difference is that one card only of each 
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hand is dealt face downwards, the remaining four 
being dealt face upwards. Of course, the value of 
the hand depends in great degree on the nature of 
the concealed card. The players, beginning with 
the elder hand, make their stakes, raise, &c., as at 
the ordinary game, till either all but one have passed 
out, or some player decides to “sce” his adversaries. 
The concealed cards are then turned up, and the 
strongest hand takes the pool. 


Wuiskgy Poxer. 


This is a family version of Poker. Each player 
puts in the pool an agreed amount by way of ante. 
Five cards are then dealt to each player, with an 
extra hand, known as “the widow.” The elder 
hand may either play his own hand, pass, or take the 
widow. If he adopts either of the former alterna- 
tives, the next player has a similar option, and so on 
till some one elects to “take the widow.” He 
takes the spare hand, and lays his own on the table 
face upwards. The next in order is entitled to take 
in either of the exposed cards, discarding in its place 
one of his own, which ir added to the remaining 
four on the table. The next player hasa like choice, 
and so on round and round, till some player is content 
with his hand, which he signifies by a knock on the 
table, Each of the other players may still make one 
more exchange, after which the cards are exposed, 
and the best hand takes the pool. 

Should any player knock before the widow is 
taken, the five cards are turned up, and each player 
(other than the one who knocked) has one draw 
from them, Should the round of the table have 
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been made without any one taking the widow, the 
five cards are turned up, and the players draw from 
them in rotation until some one expresses himself 
content. 

There is in this case no “raising” or betting on 
the hands, the stakes consisting solely of the amount 
originally placed.in the pool. 


Muisticris. 


This is a variation which may be introduced into 
any version of Poker. Mistigris is the “blank” 
card usually sold with a pack to show its pattern. 
This is shuffled with the rest, and the fortunate 
player to whom it falls is entitled to “make” it 
represent any suit and value he pleases. Thus if he 
has three sevens and mistigris, mistigris will represent 
the missing seven, and make him “fours.” In con- 
junction with two pairs, it makes the hand a “ full.” 
If the player has four hearts and mistigris, he can 
claim a flush; and should his four hearts be in 
sequence, he is considered to hold a straight flush, 
the mystic mistigris representing the particular card 
required to complete it. 


Tre Ticer. 


The Tiger consists of the lowest “straight” that 
can be made, and reckons as one degree better than 
an ordinary straight. It is a recent innovation, and 
is wisely ignored by the majority of players. 


POPE JOAN. 


Tuts was formerly a very favourite round game, but 
of late years is rarely met with. It is played with a 
pack of fifty-two cards, from which the eight of 
diamonds (for a reason which will presently appear) 
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See A 


Pope Joan Board. 


has been removed, and with a special board, con- 
sisting of a circular tray revolving round a centre 
pillar, and divided into eight compartments, as 
shown in the illustration, respectively marked 
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Pope (the nine of diamonds), Matrimony, In- 
trigue, Ace, King, Queen, Knave and Game. 
“ Matrimony ” signifies the combination in the same 
hand of king and queen of the trump suit; “ In- 
trigue” that of knave and queen, Each player is 
provided with three or four dozen counters bear- 
ing an agreed value. There is a preliminary deal 
round with faced cards, and the player to whom the 
first knave falls becomes first dealer, and has the 
privilege of “dressing ” the board, i. of paying 
from his own store, and distributing between the 
various divisions fifteen counters, as under: Six to 
Pope, two to Matrimony, two to Intrigue, and one 
each to Ace, King, Queen, Knave and Game.” 

The cards, having been shuffled and cut, are 
dealt round one by one, but with an extra hand, 
this last towards the centre of the table, facing the 
dealer. The last card of the pack is turned up to 
decide the trump suit. Should the turn-up be Pope 
(nine of diamonds), or an ace, king, queen or knave, 
the dealer is entitled to all the counters in the 
corresponding compartment of the board. 

The player to the left of the dealer leads any 
card he pleases, at the same time naming it. We 
will suppose that such card is the three of diamonds. 
The player who chances to hold the four thereupon 
plays and names it; then the persons holding the 
five, six and seven play them in like manner. In 
any other suit it would be possible to continue with 
the eight, but the eight of diamonds, as we have 
stated, is removed from the pack. This makes the 

* Strictly speaking, each dealer in rotation should bimselt 


dress the board, but it will be found more convenient to depute 
some one player to do so throughout the game. 
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weven what is called a “stop,” #.e. the run of that 
particalar lead can be continued no further, and the 
player of the seven is entitled to lead again. But 
besides the permanent removal of the eight of dia- 
monds, it will be remembered that a certain number 
of cards were dealt as an extra hand. We will sup- 
pose that such cards were the two, five and nine of 
spades, the six and ten of hearts, the knave of dia- 
monds, and the king of clubs. These being with- 
drawn from circulation make the cards immediately 
preceding them (viz., the ace, four and eight of 
spades, the five and nine of hearts, the ten of dia- 
monds, and the queen of clubs) “stops” also.* As 
play proceeds other cards also will become “ stops,” 
by reason of the cards next following them having 
been already played. Thus, in the case supposed, of 
the three of diamonds being led, the two of dia- 
monds thenceforth becomes a stop, and the holder 
should note the fact for his subsequent guidance. 
All kings are necessarily stops, as being the highest 
cards of their respective suits. 

Whenever, in course of play, the ace, king, queen 
or knave of the trump suit appears, the holder is 
entitled to the counters in the corresponding com- 
partment of the board. Should knave and queen, 
or queen and king of trumps fall from the same hand, 
the holder is entitled to the proceeds of Intrigue or 
Matrimony, as the case may be. Any one playing 
“Pope” is entitled to all the counters in the corre- 


* By some players the dealer is allowed the privilege of 
looking at the extra cards (sometimes, but incorrectly, them- 
selves spoken of as ‘‘the stops’’), and to act as a kind of referee 
as to whether a given card is a stop or otherwise, but the 
practice is not recommended, 
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sponding division. Unless actually played, the above 
é¢ards have no value, save that the holding of Pope 
(unplayed) exempts the possessor from paying for 
any surplus cards as hereinafter mentioned. 

The game proceeds as above described until some 
one of the players is “out,” #2. has got rid of all his 
cards. By so doing he becomes eatitled to all the 
counters in the “Game ” compartment of the board, 
and to receive in addition from each of the other 
players one counter for each card such player may 
have left in hand, save that the holder of Pope is 
exempt from payment. If Pope is played, the 
exemption ceases. 

The skill of the player will be shown in his keen- 
ness to note, on the one hand, which of the cards 
are or become “stops,” and on the other, what cards 
cannot be led to, and which, therefore, it is expe- 
dient to get rid of as soon as pessible. At the 
outset, the only Anown cards which cannot be led to 
are the four aces, Pope (the removal of the eight of 
diamonds being purposely designed to place the nine 
in that position), and the card next higher than the 
turn-up (the next lower being a “stop ”). But the 
list increases as the game goes on. If the nine of 
hearts is declared to be a stop by reason of the ten 
being in the surplus hand, it is clear that the knave 
cannot be led to, and must itself be led in order to 
get rid of it. 

Sequences are valuable, inasmuch as they enable 
the player to get rid of two, three or more cards 
simultaneously. Nearly, but not quite, as useful are 
alternate sequences, as seven, nine, knave. The 
lowest should, of course, be led. Whether the card 
proves to be a “stop” or not, the leader can still 
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eontinue the sequence, subject to the contingency 
of some other player going “‘ out” with one of the 
intermediate cards. A sequence or alternate sequence 
terminating with king forms a very strong lead, 
Next to these, and to known stops, the lower of 
two pretty close cards of the same suit (as three 
and six, three and seven, or four and eight) should 
be led ; especially if the higher is known or believed 
to be a “stop.” After these the lowest card of the 
longest suit, especially if an ace. 

“Pope,” as we have seen, can only be played 
when the holder has the lead ; and it is usually well, 
therefore, to play it at the first opportunity, first, 
however, playing out any known stops. 

The unclaimed counters in each compartment are 
left to accumulate. In the case of Matrimony and 
Intrigue, a whole evening may occasionally pass 
without the necessary combinations of cards being 
played from the same hand, and these compart- 
ments therefore frequently become very rich. The 
counters in “ Pope,” or one or more of the Ace, 
King, Queen and Knave compartments may in like 
manner be unclaimed during several rounds. The 
best method of disposing of any such unclaimed 
counters at the close of the game is to deal a final 
round face upwards (without the surplus hand); the 
holders of Pope, and of the ace, king, queen and 
knave of the diamond suit (which in this case is 
regarded as the trump suit) being entitled to the 
counters in the corresponding compartments. The 
holder of the queen takes, in addition, half the 
amount in Matrimony and in Intrigue, the remain- 
ing halves going to the holders of the king and knave 
respectively 


SOLO WHIST. 


Soro Wuisr has features in common with both 
Whist and Napoleon, and as both these games are 
described in the present volume, it will only be 
necessary to briefly state the points of resemblance. 
Like Whist, it is played with the full pack of fifty- 
two cards, which range in value from ace, highest, 
to deuce, lowest ; the last or fifty-second card being 
turned up to fix the trump suit. Tricks are made 
as at Whist, and form the basis of the score. The 
affinity to Napoleon is traceable in the various calls 
that the players make, and in the further fact that 
every hand is a separate game, upon which stakes 
are won and lost. Solo Whist, however, possesses 
special features of its own—viz., that the partner- 
ships or combinations are always changing round 
after round, and that there is a special call named 
Misére,* which is a declaration to lose the whole ot 
the thirteen tricks, 


DescripPTION OF THE GaMBz. 


The objects of Solo Whist are—to make eight tricks 
out of the thirteen in conjunction with a partner 5 


* The Misare is pow introduced into Napoleon. See p. 96. 
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to make five or nine tricks out of your own hand 
against the other three players in combination ; or 
to play your own hand so as to avoid taking a trick, 
however strenuously your three adversaries may en- 
deavour to force you to do so, 

The cards are dealt round to the four players, three 
cards at a time, until there are only four remaining. 
Then these are dealt singly, the last card being 
turned up as the trump, and being the property of 
the dealer. The eldest hand, #.e. the player on the 
dealer’s left, has the first call. He can propose, i.e. 
ask for a partner with the object of making with 
that partner eight of the thirteen tricks; he can 
call a solo, which is a declaration to make five of the 
thirteen tricks without having a partner; he can 
declare misére, i.e. to lose all the thirteen tricks— 
in this phase of the game all the four suits are 
equal, the trump suit being annulled; or he can 
call abondance, when, making whatever suit he likes 
trumps, and declaring the suit before the first card 
is led, he endeavours to make nine tricks out of the 
thirteen. The call of abondance is, however, super- 
seded by any other player declaring to make aéona- 
ance in trumps, #.¢. with the trump suit as it stands. 

Further than this, he may call an open misére, or 
misére ouverte, thereby undertaking not only to lose 
all the thirteen tricks, but to expose his own cards 
on the table as soon as the first trick is played to 
and turned. Or—the supreme call of all—he may 
announce his intention of taking the whole thirteen 
tricks by saying, “‘ Aéondance declarée.” In this case 
as in the simple abondance, he names his own trump 
suit, and in the case of this declaration, and this 
only, he leads, wherever he may chance to sit, the 
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griginal lead to the first trick in all other cases 
coming from the eldest hand. 

There are thus six things the eldest hand may 
do after he has examined his cards, and in showing 
what the eldest hand can do we have explained 
what the various calls are. Recapitulating them in 
due order of value, they are—proposition and ac- 
ceptance when two players (wherever they sit), 
undertake to make eight of the thirteen tricks 
against the other two in partnership ; a solo, where 
the caller to win must take five tricks at least, the 
suit originally turned up being trumps ; the misére, 
the abondance, and the two exceptional calls, which 
have already been sufficiently described. The 
eldest hand may not, however, have cards that 
would justify his attempting either of the things 
specified. In that case he says, “I pass ;” and here 
it may be observed that, in the case of the eldest 
hand, and to the eldest hand on/y who has passed, 
there is extended the privilege of accepting a pro- 
position made by the second, third, or fourth players, 
such proposition, of course, not having been previ- 
ously accepted or superseded by a higher call. 

The second hand, whose turn it now is to declare, 
may accept a proposal if one has been made, may 
propose if the eldest hand has passed, or may make 
any better call than the eldest hand has made, Of 
course, an inferior call is nugatory, #.e. a player 
cannot call a solo if a previous hand has called a 
mistre. The higher call always supersedes the 
lower one, but a player, having once called, can, 
if he is over-called, increase his call up to the 
highest limit—the abondance declarée. 

"The third hand can accept a proposition if one 
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has been made and has not been accepted or super- 
seded, can propose if no proposition or higher call 
has been made, or can make any call superior to 
those previously declared. 

The fourth player—the dealer—may accept a 
proposition coming from any quarter under the 
previously announced stipuiations ; or he may pro- 
pose, in which case only the eldest hand can accept; 
or he may make an independent call, provided it is 
better than any preceding call. 

The matter may be thus illustrated: suppose the 
eldest hand passes, the second proposes, the third 
and fourth pass, and the eldest hand accepts, then 
—calling them A, B, C, D, according to their order 
at table—A, B would be partners against C, D, and 
would be obliged to make eight of the thirteen 
tricks, They would occupy their original seats and 
play in their proper order, B following A to the 
first trick, and the regular progression from left to 
right being observed all through the hand. Again 
we will suppose that A proposed, B passed, C called 
misére, and the fourth player (D) called an abond- 
ance, ‘The calls of A and C would be superseded, 
unless, indeed, A should call an abondance in trumps, 
which would supersede the abondance of D in a 
plain suit; or C should call a misére ouverte, which 
would supersede the other calls; though D would 
still have the option, if his hand were strong enough 
to justify it, of making the supreme call of abondance 
declarée, We will assume that D’s call of abondance 
was left unchallenged, and in that case he would 
then, but not before, announce the suit that he made 
trumps, and A, the player on his left, would lead 
out for the first trick, A, B, and C playing together 

x 
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in concert, but not, of course, being allowed to see 
each other’s cards, or in any way to acquaint each 
other with the cards held, except by the legitimate 
and proper means afforded by the play of the hand. 

’s object is now to make nine tricks unaided, and 
the aim of his opponents is to score more than 
four tricks between them, Sometimes, indeed, an 
abondance, like a solo or a proposition, succeeds 
with two or three tricks to spare. These are 
called “over tricks,” and are paid for according to 
an agreed-upon scale. On the other hand, any 
tricks short of the number required by the caller 
are known as under tricks, and are paid for by the 
caller in the manner we will shortly describe. 

Before passing to other matters, it is necessary to 
draw attention to some important facts to be im- 
pressed upon the memory : (1) that no player, after 
having “passed,” can make an independent call 
or a proposition; (z) that only the eldest hand 
can accept a proposition after having once passed ; 
(3) that a superior call always annuls and supersedes a 
call of inferior value ; and (4) that a player having 
once made a call, may increase it to anything up to 
the supreme call. It should be understood that a 
caller, in increasing his declaration, can make any 
higher call he chooses. Thus, should he propose, or 
even accept, and be overcalled by a solo, he would 
be at liberty to at once call an abondance declarée, 
and “skip” all the declarations of intermediate 
value. 

In the case of all the players passing, the cards 
are thrown up, and there is a fresh deal by the next 
player in rotation. It is sometimes arranged, how- 
ever, rather than throw up a hand that has been 
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dealt, to play what is called a general misére. This 
is very simple in its form, but by no means so easy 
to play as it appears to be. There are no trumps. 
The tricks are led and followed to in the usual way, 
and the player who takes the last or thirteenth trick 
pays an agreed stake, equal as a rule to the stake of 
a solo, to each of his adversaries. Generally speak- 
ing, the big cards are thrown away, but it is often 
necessary to keep one or more leading cards to force 
through a suit in which you may be dangerous. 


Tue STaKgs. 


These are proportioned to the value of the calls ; 
that is to say, they progress from low to high, just 
as the various calls progress from low to high. It 
is customary, and distinctly advisable, to play Solo 
Whist for small regular stakes. One form of the 
game is known as “six, twelve, and eighteen.” 
This means that propositions and solos are paid 
for at 6¢. each, miséres at Is., and abondances at 
is. 6¢2. The proposition and acceptance being 
played and succeeding, the partners receive 64d. 
each if they make eight tricks, and rd. each for 
every trick over eight. If they, however, make a 
“slam,” that is to say, get the whole thirteen 
tricks, they would receive 15. 4¢., that is, double 
for the over-tricks—five over-tricks at 2d. each= 
10d., and 6d. for the original declaration. Should 
they fail to make eight tricks, they pay their 
opponents 6d. each, and 14. for each under-trick, 
that is, every trick under eight. It will be seen 
that they can each win the 64, exactly, but if 
they Jose they must Jose 74, cach, or more, It is 
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quite understood that, in the case of a proposition 
and acceptance, each partner only receives or pays 
once—that is, suppose A and B are playing against 
C and D, A pays to or receives from C, and B pays 
to or receives from D. This proposition is the only 
joint call, all other phases of the game being in- 
dividual calls, in which one player, the declaring 
hand, pits himself against the other three. In these 
cases, therefore, the stakes are paid to or by every 
one of the three adversaries. 

The lowest of the individual calls, the solo, would 
therefore earn him who made it 15. 6¢., or more— 
that is, the three sixpences, with over-tricks or not, 
as the case might be ; and in the event of his failing 
to make five tricks, it would cost him 15s. 9d., or 
more, that is, three sixpences, with 3d, (or more) 
for the under-tricks. 

The misére costs 1s., neither more nor less, there- 
fore the caller risks losing 3s. in calling misére. If 
he makes the declaration, he receives 15. from each 
of the others ; if he fails, he pays 15, each. There 
are in this case no over or under-tricks, the misére 
having to be played right out to win, and being 
defeated directly the caller has to take a trick. 

Next in importance comes the abondance, in 
which the stake is 15. 6d., and it is not uncommon 
here to double the value of the over-tricks, but not 
of the under-tricks. This must be a matter of 
arrangement. A player making ten tricks would, 
with double over-tricks, receive 15. 84. from each, 
and, if he only made eight tricks, would pay 15. 74. 
each. An abondance in trumps is of the same 
money value as another abondance, though the 
trump call supersedes the call in plain suits, With 
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it we reach the limit of ordinary calls ; but it should 
be said that the misére ouverte is double the price 
of the ordinary misére, and the abondance declarée 
double the price of the ordinary abondance. There 
are no under-tricks at the call of an abondance 
declarée, as the caller is beaten directly he loses a 
trick. 

You can make the stakes whatever you like, only 
it is well to preserve the proportions just laid down. 
Thus you can have propositions and solos 14, 
miséres 2¢., and abondances 3¢.; or you can make 
them 1Is., 25., and 35. respectively, with 3¢. each 
for over-tricks. We need scarcely say that you 
can substitute sovereigns for shillings, but not to 
the advantage of the game in general company. 


A Dicssr or rHr Laws. 


Solo Whist is not yet fortunate enough to possess 
an established code of laws having universal autho- 
rity. Probably the best and fullest rules for the 
game are those given in How to Play Solo Whist, 
by Abraham S, Wilks and Charles F. Pardon (Chatto 
and Windus). We append, however, an epitome of 
their more important provisions. 

The cards must be shuffled by the player on the 
dealer’s left ; the dealer may then shuffle if he likes, 
and the pack is cut by the player to the right of the 
dealer. 

A fresh deal is necessary if a card is exposed or 
faced in the pack, or if there is a misdeal. This 
new deal is by the same player, and there is no 


penalty. 
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The trump card must be left exposed on the 
table until after the first trick is turned and quitted, 
but the dealer may play it to the first trick if he can 
legally do so, 

When the trump card has been taken up, it must 
not be named, although—except when a misére is 
being played—any one may ask, and must be told, 
what is the trump suit, 

There is no penalty if the caller of a solo, misére, 
or abondance exposes any or all of his cards, the 
exposure being in this case to his own disadvantage, 
There are, however, penalties if any one playing 
against a single caller, or for or against a proposition, 
exposes any of his cards. 

If a card is exposed by one of the adversaries of 
a misére or miscre ouverte, the misére-caller can 
immediately claim the stakes, and is regarded as 
having won the declaration, the stakes being paid 
by the offender for himself and his partners. The 
misére-caller can enforce the same penalty if a card 
is led out of turn against him, or if a revoke is made 
against him, or, indeed, if any one follows suit out 
of turn. 

It should be said that an exposed card is a card 
that is placed face upwards on the table, or the face 
of which can be seen by any of the players except 
him to whom the card belongs. The aggrieved 
party can demand that the card be played or not be 
played, ie. he can say, “Follow suit or play the 
”” (naming the exposed card), and this demand 
can be repeated as long as the exposed card remains 
unplayed. If the exposed card is a trump, and 
trumps are not led, the adversary may say, “ Follow 
auit or pass the trick,” when the holder of the 
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exposed card must not trump, but must renounce 
a card of another suit if he cannot follow. 

The offender cannot be prevented from throwing 
away an exposed card if he has not a card of the 
led suit, or from leading it when it is his turn to 
lead, except against a solo or abondance, when he 
may be repeatedly prohibited from leadingit. When 
the suit exposed is led by some one other than the 
offender, the adversary may say to him who exposed 
the card, “ Play ”’—or ‘ Don’t—play that card ;” or 
he can make him play either the highest or lowest 
of his suit to the lead. 

A suit cannot be called for exposing a card; the 
penalty known as calling a suit is exacted when a 
man leads out of his turn. 

If a player does lead out of his turn, the card 
may be treated as an exposed card by the adversaries 
if they choose, or they may call a suit from either 
the man who exposed the card or his partner when 
next either of them has to lead; and any such 
demand must be complied with, under penalty of 
a revoke. 

In exacting any of these penalties, the partners 
against whom the offence has been committed may 
decide which of them shall exact the penalty, but 
Must not consult, save in the case of a revoke, as 
to what that penalty shall be. 

Where a man follows suit out of turn, i.e. plays 
before one of his partners who ought to have played 
before him, that partner can be compelled to play 
his highest or lowest of the suit, or to trump or not 
to trump at the adversaries’ option. 

If all the four men have played to the trick 
before any irregularity is discovered, there is no 
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penalty. This, however, does not apply to a 
revoke, 

Now, as to revokes. No revoking player or 
partnership can win a declaration. 

The penalty for every revoke is the loss of three 
tricks from the score of the revoking side. 

A revoke is established when the trick containing 
it is turned and quitted, i. is covered up and 
turned over, and the hand has left it. The offender 
or his partner leading, or following the lead, to the 
succeeding trick, also establishes a revoke. 

If, after the three tricks for a revoke are taken 
from the score of the offending side, he or they still 
have enough tricks to win the declaration, then he 
simply loses the declaration—i.e. supposing a solo- 
caller revokes, and he has made eight or nine tricks, 
he would, after the penalty was paid, have made 
enough to win the solo, He then only pays 64., at 
the stakes which we have been explaining, to each 
of his opponents. 

If, however, the forfeiture of the tricks brings 
the offender’s number down below the score required 
by the declaration, then for each trick short the 
agreed-upon price of an under-trick must also be 

aid. 
fi The ac‘ual offender pays the stakes in all cases of 
a revoke, except in the instance of a proposer and 
acceptor, who, being voluntary partners, pay the 
fine between them. 

if a revoke is suspected, those who wish it may, 
at the close of the hand, examine all the tricks for 
proof of their assertion ; and if the other side do 
not allow this examination to be properly made, the 
revoke is established. 
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Tt is essential, after a misére is defeated, that the 
opposing hands be instantly exposed to prove that 
no revoke has been made. 

In case of a revoke on both sides, the deal is void 

In order to prevent revokes as far as possible, the 
rule should be stringently observed of calling a 
player’s attention to the fact that he renounces 
upon or trumps a led suit. The general question 
is, “ You have no spade, partner?” or whatever the 
suit may be to which he has not followed. These 
remarks do not apply to a misére, because in the case 
of that declaration an exposed card is as fatal as a 
revoke itself. 

If one man proposes, and another man, not hear- 
ing or not noticing, also says, “I propose,” the 
second declaration cannot be amended to an ac- 
ceptance, but any other player may accept, or the 
original proposer may amend his call to anything 
better. 

In the same way, a player may call one thing 
when he intends somethings else. If he correct 
himself instantly, it is courteous to let the change 
be made; but he cannot claim this indulgence 

What we have said about improper calls applies 
with increased strength to improper remarks or 
suggestions. 

As a general rule, it may be said that any remark 
made conveying an unfair intimation to partners 
entitles the other side to throw up the cards and 
demand a fresh deal. 

As at Whist, however, a player may ask for the 
cards on the table to be “ placed” when it is his 
turn to play, just as he may ask to see the last trick, 
or to know what suit are trumps. This demand to 
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see the last trick holds good at all declarations except 
a misére. 

A trick once turned in a mistre must not be 
looked at or referred to; but in the other phases of 
the game, any player at the table, whether it is his 
turn to play or not, may ask to see the last trick, 
and must be shown it, but he can never see more 
than eight cards, and if there are no cards on the 
table he can only see the last trick. He can never see 
two tricks that have been turned. 

Should the cards be improperly divided, the de- 
claring hand or hands win the stakes if their own 
cards are correct, and any person or partnership 
with the incorrect number of cards must, whatever 
has happened, lose the stake, unless the error is dis- 
covered before the first call is announced. 


A Few Maxims. 


If you have to commence the game against a 
misére, it is wise to lead from your shortest and 
weakest suit, and to lead a medium card if you have 
one—such as six or seven—and certainly not to 
commence by leading a deuce, unless, indeed, it is 
a single card, and even then it is not always advis- 
able. 

Against other declarations it is well to commence 
with your longest suit. 

When you and your partner sit side by side, you 
should never finesse in a lead coming from him if 
he be sitting on your right, and if your partner 
and then an adversary have to play after you, you 
should win the trick with the highest of a 
sequence ; ##. holding king, queen, put on the 
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king, otherwise your partner will think the king is 
against you. 

It is much better that your lead should be up to 
your partner than through him; although, should 
you be proposing and accepting, the latter contin- 
gency should not prevent your leading trumps. 

It is a general principle in propositions and accep- 
tances that trumps should be used to draw trumps in 
order to establish plain suits, 

Never force your partner to trump if you are 
weak in trumps yourself. If, however, a cross ruff 
looks probable, go on with it, and do not change to 
the more orthodox game. 

Except under extreme circumstances do not lead 
trumps against a solo call. But if the caller refuses 
to lead trumps, an adversary should, if possible, put 
the lead with the player on the caller’s right, to 
give him an opportunity of leading trumps through 
him. 

As a general rule, your discards should be from 
your weakest and shortest suits. You should not, 
however, leave a king unguarded, and it is dan- 
gerous to leave a queen only singly guarded. With 
a long plain suit headed by ace, king, queen, it is 
sometimes advisable to inform your partner of the 
fact by first discarding the ace. In other cases, 
your first discard should be from your weakest suit. 
Subsequent renounces convey no information, as 
they may be from strength. 

While returning your partner’s suit is generally a 
wise thing to do, you should be careful to act as far 
as possible upon the good old maxim of playing 
through the strong hand up to the weak one. 

It is soon learned by experience that the safest 
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places in which to call are as first or last player, 
while a long way the most dangerous place is when 
you are the second player. Many a second hand 
that seemed at first sight of almost commanding 


strength has been cut up by a clever or lucky initial 
lead, 


There are two varieties of the game that must be 
just mentioned before dismissing the subject. These 
are Solo Whist for five players, and Solo Whist for 
three players. 

Where the table consists of five, one man stands 
out every round, the person chosen being he who 
sits to the dealer’s right. The person standing out 
neither pays nor receives on that round. 

Solo Whist for three players is not quite so simple. 
There is in this no proposal and acceptance, the solo 
being the lowest call. There are two very good 
ways of playing, the best being to throw out the 
twos, threes, and fours from the various suits, and 
to turn up the fortieth card as trump, but not 
regarding that card as belonging to any individual. 
The tricks, of course, consist of three cards each. 
The other plan is to play with three suits only, 
leaving the fourth suit out altogether. The 
former method, however, makes the more scientific 
game.” 


* For more minute information, and for a number of ithie 
trative hands, see The Bock of Card and Table Games, 
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Vincr-Un derives its name from the fact that each 
player aims at making, by the cards he holds, 
“twenty-one.” Any number may play. The full 
pack of fifty-two cards is used. After they have 
been duly shuffled and cut, the dealer* distributes 
one card, face downwards, to each of the other 
players (whom we will call the punters), and one tc 
himself. The punters look at their cards, and each 
places on, or beside his card, the coin (or counters 
representing coin) he proposes to stake. A maximum 
and minimum stake are usually fixed beforehand, 
and a prudent player will make a practice of always 


* The right to deal is usually decided bya preliminary deal of 
faced cards, the first ace, or first knave, as may be agreed, 
having the preference. 

In some circles, after the cards are cut, the dealer is allowed 
to look at the bottom card, and if such card prove to be an ace 
or tenth card, he also looks at the top card. If the two 
form a ‘‘natural,” he is entitled to receive double the minimum 
stake all round. 

This privilege is known as the ér@/et, from the fact that it is 
dependent on the nature of the bottom card, which is always, 
in the French phrase, dré/é¢ (literally, ‘‘burnt”) i.e. thrown 
aside when reached in the course of the deal, and not dealt 
to any player. 

The éré/ez has never been recognised as an essential part of 
the game, and is now generally abandoned, 
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staking, according to the nature of his hand, either 
the maximum or the minimum, never an intermediate 
amount. The reason of this is obvious. With 
certain cards,® say, eight, nine, ten (or a tenth card), 
or ace, the holder has the chances in his favour, as 
a tenth card, of which there are sixteen, will give 
him a good hand. With any other as his first card, 
the chances are against him, and he should therefore 
risk as little as possible. 

The dealer also looks at his card, and, if he thinks 
fit, says, “I double you,” or simply “ Double,” the 
effect of his so doing being that he will receive or 
pay, as the case may be, double the stakes offered by 
the punters. In deciding whether to double or not, 
he has two points to consider, viz. (1) the fact of 
himself holding an exceptionally good card, and (2) 
the absence or rarity of high stakes among the 
punters, indicating that their cards are not such as 
they feel safe in backing freely. It must, however, 
be remembered that the dealer has the important 
advantage of receiving from ties, also from all players 
who overdraw. These two points make a con- 
siderable percentage in his favour. With an ace, 
tenth card, nine, or eight, he should a/gways double ; 
and the weighty authority of “Cavendish” is in 
favour of his doubling with a seven, or even a lower 
card. In these latter cases, however, we think the 
amounts of the stakes should be taken into con- 
sideration, as affording some gauge of the probable 
strength of the enemy. 

All court cards at this game count ten ; an “ace,” 
eleven or one, at the option of the holder ; al] other 


* Some players risk the maximum stake on a seven, but we 
quration the expediency of doing sa, 
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cards according to the number of their pips. Differ- 
ences of suit are not recognized, 

The object of the game is, as we have said, to 
make twenty-one, and this may be made either by 
the conjunction of an ace and a court or other tenth 
card, called a “natural,” or by three or more cards, 
say a five, six and ten; ace, five, seven, eight ; or 
ace, seven, three. 

The ace is, as will readily be perceived, the most 
valuable card; not merely from the fact that there 
are sixteen cards out of the fifty-two that will form 
a “natural ” with it, but from the fact that (counting 
as eleven or one at pleasure), it gives the holder a 
double chance of making a winning number. 

The stakes having been made, and the dealer 
having decided whether to “double” or not (in the 
latter case, silence is a sufficient negative), he deals 
a second round of cards, still face downwards. 

Each player again looks at his cards. If those or 
the dealer form a ‘‘natural,” he turns them up, and 
receives from each player double the amount of his 
stake, or, if he has “doubled,” quadruple.* (The 
proportionate increase in the latter case will hence- 
forth be taken for granted.) What cards the other 
players may hold is, in this case immaterial, save in 
the event of some one of them holding a second 
“natural,” in which case the two cancel, neither 
paying nor receiving. 

We will now take the case of the dealer finding 
that his two cards do mot constitute a “natural.” 


* This amount is the same as is paid for an ordinary Vingt- 
Un, z.e. one made with more than two cards, Sometimes, by 
agreement, ea ‘‘natural” receives double the amount of an 
ordinary. 
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If there be any such among the punters, the holder 
turns up his cards, and receives double the amount 
of his stake. To all other players, beginning with 
the elder hand, the dealer is bound to offer cards. 
This he does by the interrogative, “ Do you stand ?” 
or “Card?” The elder hand looks at his cards. 
If he has sixteen points or more, he will usually 
decide not to draw, conveying his decision by the 
word, “Stand,” or “Content.”* If he has less 
than sixteen, which is generally accepted as the 
average limit, he will probably draw a card, in- 
timating his desire to do so, by replying, “Card,” 
“Please,” or “Yes.” He may now be in three 
different positions. The card given him (as where, 
holding a six and an eight, he has received a ten), 
may make his total more than twenty-one. In such 
case he is “ over,” and at once hands his stake to the 
dealer, and throws his cards, face downwards, in the 
middle of the table, where they are collected by the 
player to the right of the dealer, known as the pone.t 

The dealer then asks the same question of the 
next player. We will suppose that his hand 
consists of an ace and a two, 

This, according to the value put upon the ace, 
will represent either three or thirteen. Thirteen 
is not good enough to stand upon, and the player 
accordingly draws a card. (This third card, and all 
following, are dealt face upwards.) He receives, 
say, a second “two,” making him fifteen. Not 


* Many players habitually stand at fifteen, and if the dealer 
is a reckless player, with a tendency to overdraw, it may be 
good policy to stand upon an even smaller figure. ‘‘ Cavendish " 
1s in favour of standing, as a rule, on fifteen. 

+ Pronouneed like gory. 
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caring to stand on this amount, he draws another 
card, and receives a “seven,” making him twenty- 
two, or twelve, With twenty-two he would be 
over, and with twelve he is worse off than when he 
started. Again he says, “Card,” and receives, say, 
a “three,” making him still only fifteen. He 
draws again, and this time receives, we will sup- 
pose, a “‘ five,” when he of course “ stands,” 

And so the game proceeds, all who overdraw 
paying and throwing up their cards forthwith. 
Last comes the turn of the dealer himself. If his 
cards are eighteen or upwards, he will “stand.” At 
seventeen, he should usually stand. At fifteen, or 
sixteen, it is an open question, to be decided partly 
by the number of punters who may be still standing 
(and who, if numerous, will probably have some low 
hands amongst them), partly by his knowledge of 
the idiosyncrasies of his opponents, and partly by 
the nature of the cards which have been “drawn” 
by the other players. Should he go “over,” he 
pays all, with the exception of those who, having 
overdrawn, have already paid up their stakes. If 
otherwise, he pays or receives as the cards of the 
punter, or his own, are nearest to the critical 
“twenty-one.” Should the cards of any punter 
amount to exactly twenty-one, he will receive 
double the amount of his stake. In like manner, 
should the dealer’s cards make exactly twenty-one 
points, each of the punters pays double the amount 
of his stake. In the event of “ties” (twenty-ones 
included), the punter pays the dealer. It must, 
however, be remembered that a natural vingt-un 
always takes precedence over one made by 
drawing. 

& 
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Should # punter, on receiving his second card, 
find that both are alike, ¢.g. two aces, two kings, or 
two queens, he may, if he pleases, go on both. In 
such case, he places the second card parallel to the 
first, at a few inches’ distance, and on it a separate 
stake, of the same amount as staked on the first 
card. When it becomes his turn to draw, he says, 
“T go on both,” and the dealer then gives him 
another card, face downwards, on each. The 
player then draws as he pleases to complete each 
hand, but must finish the drawing on one, before 
beginning on the other. Should the third card 
dealt be the same as the first two, #.¢, 2 third ace, 
king, or queen, he can go on all three in like 
manner. Likewise on 2 fourth, should the first 
four be alike. Each hand pays or receives on its 
own merits, as though belonging to an independent 
punter. 

Where the two first cards are aces, it is a matter 
of course to go on both, With a pair of tenth cards, 
it is more prudent to stand. Two nines, or two 
eights (from the probability of a tenth card being 
dealt to one or both of them) are favourable cards 
whereon to go double. 

The occurrence of 2 natural in any hand but the 
dealer’s usually terminates the deal. By way of a 
sort of grace, however, it does not have this effect 
in the first round of a deal. Sometimes, by agree- 
ment, the deal is made to consist of a given number 
of rounds; say, till all the pack is exhausted, or till 
two packs are exhausted, the two being shuffled 
together. Where the first mentioned rule prevails, 
the pone collects the cards thrown up at the end of 
each hand, e724 shuffles them in readiness for the 


VINGT-UN 164 


use of the dealer, but does not hand them to him till 
the first supply is exhausted. Should the dealer have 
gone right through the pack without the occurrence 
of a natural, he throws the last card, face upwards, on 
the table, and, receiving the remade cards from the 
pone, gives them a final shuffle, offers them to be 
cut, and proceeds as before. 

In some circles the deal does noi pass in rota- 
tion, but the holder of a natural (other than in the 
first round of a deal) becomes thereby entitled to 
the next deal. The practice, however, is a bad 
one, for the deal being an advantage, it is but fair 
that each should enjoy such advantage in turn. 

There is no authoritative Code of Laws for Vingt- 
Un. A Code which covers, we believe, all points 
as to which any difficulty is likely to arise will be 
found in The Book of Card and Table Games. A 
slightly different Code, which has received the 
approval of the Editors of the Fie/d and Bell’s Life, 
will be found in Round Games at Cards, by “ Caven- 
dish” (De la Rue and Co.), 


FRENCH VINGT-UN. 


The game which goes bythe above name is a varia- 
tion of ordinary Vingt-Un. The differences are as 
follow : 

The deal lasts during eight rounds, each played 
in a different way, as under : 

1.—As ordinary Vingt-Un. 

2.—(Known as Imaginary Tens.) Each player 
stakes before receiving his card. Whatever the 
value of such card, tem pocuts are added te it, and 
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the holder then decides, according to the total 
thereby made, whether to draw or otherwise, 
The holder of an ace is considered to have a 
“natural,” the holder of a tenth card to have 
“twenty,” and so on. 

3.—(Known as Blind Vingt- Un.) Each player, 
having made his stake, receives two cards, but is 
not entitled to look at them. He may, if he pleases, 
draw one or more cards, but does so at haphazard. 

4.—(Known as Sympathy and Ant pathy.) Each 
player, having made his stake, is calied upon to elect 
for Sympathy or Antipathy. Having made his elec- 
tion, two cards are dealt to him. If they are of the 
same colour, Sympathy is the winner; if of different 
colours, Antipathy; and the player receives or pays 
as he has chosen correctly or otherwise. 

5.—Rouge et Noir. The player, having made his 
stake, declares for black or red, at his option, The 
dealer gives him a card. If it is of the colour 
named, the player wins; if otherwise, he loses. (In 
some circles the dealer gives three cards to the punter, 
two out of three deciding the winning colour). 

6.—Self and Company. The stakes having been 
made, the dealer deals two cards, face upwards, one 
for himself, and one for the company. If they are 
alike, he wins. If not, he continues to deal, turning 
up the cards one by one, face upwards, before him, 
until a card appears which pairs one or the other of 
the two first exposed. If the card for “self” is first 
paired, the dealer wins; if that for “company,” he 
loses. 

7.—Differences. Two cards are dealt, face up- 
wards, to each player, and two to the dealer, who 
pays all hands which are higher, and receives from 
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all which are lower than his own, at an agreed rate 
fer each unit of difference. Ties cancel. An ace 
in this case counts as “one” only. 

8.—The Clock. The full pack having been duly 
shuffied and cut, the dealer begins to deal the cards, 
face upwards, saying, as he deals the first, “One,” as 
he deals the second, “ T'wo,” and so on up to king. 
If at any point the card turned up accords with the 
number named, ¢.g. if the fourth card is a four, or 
the tenth card a ten, he wins an agreed stake from 
each of the company. If he reaches thirteen with- 
out any card having responded to the call, he pays a 
like amount to each player, 


WHIST. 


Ir is pretty safe to assume that every reader of these 
pages has some general knowledge of the game of 
Whist, though comparatively few may be conversant 
with the minutie of Whist practice. Whist is 
governed by an elaborate and carefully considered 
code of laws, which is universally accepted by all 
English players. In this instance, therefore, con- 
trary to our usual course of procedure, we shall begin 
by stating these laws, which should be carefully 
studied, as forming the best possible introduction to 
further instruction in the game. 


THE LAWS OF WHIST. 
(Reprinted, by permission, from the Revised Code, 1900.) 


Carps. 


1.—Two packs of cards are used, one being used by 
each side. 

2.—A card or cards torn or marked must be either 
replaced by agreement, or new cards called for at the 
expense of the table. 

3.—Any player, before the pack is cut for the deal, 
may call for fresh cards on paying for them. He 
must call for two new packs, of which the dealer 


takes his choice. 
166 


WHIST 167 


Currinc or Drawinc. 


4.—The ace is the lowest card in cutting or drawing. 

5.—In all cases, every one must cut or draw from 
the same pack. 

6.—Should a player expose or draw more than one 
card, he must cut or draw again. 


ForMATION OF TABLE. 


7.—(a) The candidates first in the room have the 
preference. When there are more than six candidates, 
and there is a doubt or question as to the preference 
of two or more of them, they determine their prefer- 
ence by drawing. Those drawing the lower cards 
have the preference. The table is complete with six 
players. On the retirement of any of those six 
players, the candidates who, in the first draw, drew 
the lowest cards have the prior right to enter the table. 

(6) If there are more than four players they all 
draw, and the four who draw the lowest cards play 
first. 

(c) When two or more candidates or players draw 
cards of equal value they draw again, if necessary, to 
determine their precedence. 


PARTNERS. 


8.—The four who play first again draw to decide 
on partners. The two lowest play against the two 
highest. The lowest is the dealer and has choice of 
cards and seats, and, having once made his selection, 
must abide by it. 
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9.—Two players drawing cards of equal value, 
which are not the two highest, draw again. If the 
equal cards are not the two lowest, the higher in the 
new draw plays with the highest in the original draw; 
if the equal cards are the two lowest, the new draw 
decides who is to deal.* 

10.—Three players drawing cards of equal value 
draw again; should the fourth (or remaining) card 
be the highest in the original draw, the two lowest of 
the new draw are partners, the lower of those two 
the dealer; should the fourth card be the lowest, 


the two highest are partners, the original lowest the 
dealer. 


Currine Our. 


11.—At the end of a rubber, should admission be 
claimed by any one, or by two candidates, he who 
has, or they who have, played a greater number of 
consecutive rubbers than the others is, or are, out; 
but when two or more have played the same number, 
they must, when necessary, cut or draw to decide 
upon the outgoers; the highest are out. 


* Example, A three, two sixes, and a knave are drawn. 
The two sixes draw again, and the lower plays with the three. 
Suppose, at the second draw, the two sixes draw a king anda 
queen, the queen plays with the three. 

If at the second draw, a lower card than the three is drawn, 
the three still retains its privileges as original low, and has the 
deal and choice of cards and seats. 

+ Example, Three aces and a two are drawn. The three 
aces draw again. The two is the original high, and plays with 
the highest of the next draw. 

Suppose, at the second draw, two more twos and a king are 
drawn. The king plays with the original two, and the other 
pair of twos draw again for deal, 

Suppose, instead, the second draw to consist of an ace and 
two knaves. The two knaves draw again, and the higher 
plays with the two, 
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Entry AND Rz-EntTrRY. 


12.—A candidate wishing to enter a table must 
declare such intention prior to any of the players 
having drawn a card, either for the purpose of com- 
mencing a fresh rubber or of cutting out. 

12a.—Any candidate may declare into any table 
that is not complete. If he do so he shall have 
priority over any candidate who has not previously 
declared in. 

13.—In the formation of fresh tables, those candi- 
dates who have not played at any other table have the 
prior right of entry; the others decide their right of 
admission by drawing. 

14.—Any one quitting a table prior to the con- 
clusion of a rubber may, with consent of the other 
taree players, appoint a substitute in his absence 
during that rubber. 

15.—A player cutting into one table, whilst be- 
longing to another, loses his prior right of re-entry 
into that latter, and takes his chance of cutting in, 
as if he were a fresh candidate, and last in the room. 

16.—If any one break up a table, the remaining 
players have the prior right to him of entry into any 
other, and should there not be sufficient vacancies 
at such other table to admit all those candidates, 
they settle their precedence by drawing. 


SHUFFLING. 


17.—After the selection of cards for the first deal 
has been made, it is the duty of an adversary to shuffle 
the pack selected, and of the player who is about to 
deal, or of his partner, to shuffle the other pack. 
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18.—The pack must neither be shuffled below 
the table, nor so that the face of any card be seen. 

19.—The pack must not be shuffled during the 
play of the hand. 

20.—A pack, having been played with, must not 
be shuffled by dealing it into packets. 

21.—Each player has a right to shuffle once only, 
except as provided by Law 24, prior to a deal, after 
a false cut,* or prior to a new deal.f 

22.—The dealer’s partner must collect the cards 
for the ensuing deal, and has the first right to shuffle 
that pack. 

23.—Each player, after shuffling, must place the 
cards, properly collected and face downwards, to the 
left of the player about to deal them. 

24.—The dealer has always the right to shuffle 
last. Should a card or cards be seen during his 
shuffling or whilst giving the pack to be cut, he 
may be compelled to re-shuffle. 


Tue Deat. 


25.—The deal commences with the player who cut 
the original lowest card, the next deal falls to the 
player on his left, and so on until the rubber is finished. 

26.—When the pack has been finally shuffled, the 
player about to deal shall present it to the adversary 
on his right, who shall cut it, and, in dividing it, 
must not leave fewer than four cards in either packet ; 
if in cutting, or in replacing one of the two packets 
on the other, a card be exposed,t or if there be any 
confusion of the cards, or a doubt as to the exact 

* Vide Law 26. + Vide Law 29. 


t After the two packets have been re-united, Law 30 comes 
into operation, 
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place in which the pack was divided, there must be a 
fresh cut. 

27.—When the player whose duty it is to cut has 
once separated the pack, he cannot alter his inten- 
tion ; he can neither re-shuffle nor re-cut the cards. 

28.—When the pack is cut, should the dealer 
shuffle the cards, he loses his deal. 

29.—There must be a new deal by the same 
dealer *— 

I. If, during a deal, or during the play of a hand, the 
pack be proved incorrect or imperfect. 
II. If any card, excepting the last, be faced in the pack. 
III. Ifa player takes up another player's hand. 

30.—If, whilst dealing, a card be exposed on or 
below the table by the dealer or his partner, should 
neither of the adversaries have touched the cards, 
the latter can claim a new deal; a card exposed by 
either adversary gives that claim to the dealer, pro- 
vided that his partner has not touched a card; if 
a new deal does not take place, the exposed card 
cannot be called. 

31.—If, during dealing, a player touch any of his 
cards, the adversaries may do the same, without 
losing their privilege of claiming a new deal, should 
chance give them such option. 

32.—If, in dealing, one of the cards be exposed, 
and the dealer turn up the trump before there is 
reasonable time for his adversaries to decide as to a 
fresh deal, they do not thereby lose their privilege. 

33.—If a player, whilst dealing, look at the trump 
card, his adversaries have a right to see it, and either 
may exact a new deal. 

34.—Any one dealing out of turn, or with the 


* Vide also Laws 36 and 41. 
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adversary’s cards, may be stopped before the trump 
card is turned up, after which the game must pro- 
ceed as if no mistake had been made. 

35.—A player can neither shuffle, cut, nor deal 
for his partner, without the permission of his 
opponents, 

36.—If the adversaries interrupt a dealer whilst 
dealing, either by questioning the score or asserting 
that it is not his deal, and fail to establish such 
claim, should a misdeal occur, he may deal again, 


A MispeEat. 


37.—It is a misdeal *— 


I. Unless the cards are dealt into four packets, one at a 
time in regular rotation, beginning with the player 
to the dealer’s left. 

II. Should the dealer place the last (which is called the 
trump) card, face downwards, on his own or on 
any other packet. 

III, Should the trump card not come in its regular order 
to the dealer; but he does not lose his deal if the 
pack be proved imperfect. 

IV, Should a player have fourteen or more cards, and 
any of the other three less than thirteen;f unless 
the excess has arisen through the act of an adversary, 
in which case there must be a fresh deal. 

V. Should the dealer touch, for the purpose of counting, 
the cards on the table or the remainder of the 
pack, 

VI. Should the dealer deal two cards at once, or two 
cards to the same hand, and then deal a third; 
but if, prior to dealing that third card, the dealer 
can, by altering the position of one card only, 
rectify such error, he may do so, except as provided 
by the second paragraph of this Law, 


* Vide also Law 28, 
+ The pack being perfect. Vide Law 41. 
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VIJ. Should the dealer omit to have the pack cut to him, 
and the adversaries discover the error, prior to the 
trump card being turned up, and before looking at 
their cards, but not after having done so, 

38.—Should a player take his partner’s deal, and 
misdeal, the latter is liable to the usual penalty, and 
the adversary next in rotation to the player who 
ought to have dealt then deals. 

39.—A misdeal loses the deal ; * unless, during the 
dealing, either of the adversaries touch the cards 
prior to the dealer’s partner haying done so; but 
should the latter have first interfered with the cards, 
notwithstanding either or both of the adversaries 
have subsequently done the same, the deal is lost. 

40.—Should three players have their right number 
of cards—the fourth have less than thirteen, and not 
discover such deficiency until the first trick has been 
turned and quitted, the pack shall be assumed to 
be complete, and the deal stands good; and he will 
be answerable for any revoke he may have made, in 
the same way as if the missing card or cards had been 
in his hand. 

41.—If a pack, during or after a rubber, be proved 
incorrect or imperfect, such proof does not alter any 
past score, game, or rubber; that hand in which 
the imperfection was detected is null and void 
(except in the case of such deficiency as is provided 
for by Law 40); the dealer deals again. 


Ture Trump Carp. 


42.—The dealer, when it is his turn to play to 
the first trick, should take the trump card into his 
hand; if left on the table after the second trick be 


* Except as provided in Law 36. 
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turned and quitted, it is liable to be called.* His 
partner may at any time remind him of the liability. 

43.—After the dealer has taken the trump card 
into his hand, it must not be asked for; a player 
naming it at any time during the play of that hand, 
is liable to have his highest or lowest trump called. 
Such call cannot be repeated. Any player may at 
any time inquire what the trump suit is. 

44.—If the dealer take the trump card into his 
hand before it is his turn to play, he may be desired 
to lay it on the table; should he show a wrong 
card, this card may be called, as also a second, a 
third, &c., until the trump card be produced. 

45.—If the dealer declare himself unable to re- 
collect the trump card, his highest or lowest trump 
may be called at any time during that hand, and, 
unless it cause him to revoke, must be played; the 
call may be repeated, but not changed (1.e. from 
highest to lowest, or vice -versd) until such card is 
played. 


Tue RuBBER. 


46.—The rubber is the best of three games. If 
the first two games be won by the same players, the 
third game is not played. 


Scorinc. 


47.—A game consists of five points. Each trick, 
above six, counts one point. 

48.—Honours, t.e. Ace, King, Queen, and Knave 
of trumps, are thus reckoned : 


* It is not usual to callthe trump card if left on the table. 
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If a player and his partner, either separately or 
conjointly, hold— 
I. The four honours, they score four points. 
Il. Any three honours, they score two points. 
49.—Those players who, at the commencement 
of a deal, are at the score of four, cannot score 
honours. 
50.—The penalty for a revoke * takes precedence 
of all other scores. Tricks score next. Honours last. 
51.—Honours, unless claimed before the trump 
card of the following deal is turned up, cannot be 
scored. 
52.—To score honours is not sufficient ; they must 
be claimed at the end of the hand; if so claimed, 
they may be scored at any time during the game. 
If the tricks won, added to honours held, suffice to 
make game, it is sufficient to call game. 
53.—The winners gain— 
I. A treble, or game of three points, when their ad- 
versaries have not scored. 
Il. A double, or game of two points, when their ad- 
versaries have scored one or two. 
III. A single, or game of one point, when their adversaries 
have scored three or four. 
54.—The winners of the rubber gain two points 
(commonly called the rubber points) in addition to 
the value of their games. 
55.—Should the rubber have consisted of three 
games, the value of the losers’ game is deducted from 
the gross number of points gained by their opponents. 
56.—If an erroneous score be proved, such mis- 
take can be corrected prior to the conclusion of the 
game in which it occurred, and such game js not 


* Vide Law 75. 
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concluded until the trump card of the following 
deal has been turned up. 

57-—lf an erroneous score, affecting the value 
of the rubber,* be proved, such mistake can be 
rectified at any time during the rubber. 


CARDS LIABLE TO BE CALLED, 


58.—The following are exposed cards :— 


I, Two or more cards played at once, face upwards, 

Il. Any card dropped with its face upwards, in any way 
on or above the table, even though snatched up so 
quickly that no one can name it. 

III, Every card named by the player holding it. 


59.—All exposed cards are liable to be called, 
and must be left or placed face upwards on the table. 
If two or more cards are played at once, the adver- 
saries have a right to call which they please to the 
trick in course of play, and afterwards to call the 
remainder. A card is not an exposed card, under 
the preceding Law, when dropped on the floor, or 
elsewhere below the table. An adversary may not 
require any exposed card to be played before it is the 
turn of the owner of the card to play; should he do 
so, he loses his right to exact the penalty for that trick. 

60.—If any one play to an imperfect trick the win- 
ning card on the table, and then lead without waiting 
for his partner to play, or lead one which is a winning 
card as against his adversaries, and then lead again, 
without waiting for his partner to play, or play 
several such winning cards, one after the other, 
without waiting for his partner to play, the latter 
may be called on to win, if he can, the first or any 


* £.g., Ifa single is scored by mistake for a double or treble, 
or vice versa. 
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other of those tricks, and the subsequent cards thus 
improperly played are exposed cards. 

61.—If a player or players (not being all) throw 
his or their cards on the table face upwards, such 
cards are exposed, and liable to be called, each player’s 
by the adversary; but no player who retains his hand 
can be forced to abandon it. 

62.—If all four players throw their cards on the 
table face upwards, the hands are abandoned; and 
no one can again take up his cards. Should this 
general exhibition show that the game might have 
been saved or won by the losers, neither claim can 
be entertained unless a revoke be established. The 
revoking players are then liable to the following 
penalties: they cannot under any circumstances 
win the game by the result of that hand, and 
the adversaries may add three to their score, or 
deduct three from that of the revoking players, for 
each revoke. 

63.—If a card be detached from the rest of the 
hand, which an adversary at once correctly names, 
such card becomes an exposed card; but should 
the adversary name a wrong card, he is liable to 
have a suit called when he or his partner next have 
the lead. 

64.—If any player lead out of turn, his adversaries 
may either call the card erroneously led, or may call 
a suit from him or his partner when it is next the 
turn of either of them to lead. The penalty of 
calling a suit must be exacted from whichever of 
them next first obtains the lead. It follows that if 
the player who leads out of turn is the partner of 
the person who ought to have led, and a suit is called, 
it must be called at once from the right leader. If 

M 
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he is allowed to play as he pleases, the only penalty 
that remains is to call the card erroneously led. 
The fact that the card erroneously led has been played 
without having been called, does not deprive the 
adversaries of their right to call a suit. If a suit is 
called, the card erroneously led may be replaced in 
the owner’s hand. 

65.—If it is one player’s lead, and he and his partner 
Jead simultaneously, the penalty of calling the highest 
or lowest card of the suit properly led may be exacted 
from the player in error, or the card simultaneously 
led may be treated as a card liable to be called. 

66.—If any player lead out of turn, and the other 
three have followed him, the trick is complete, and 
the error cannot be rectified ; but if only the second, 
or the second and third, have played to the false 
lead, their cards, on discovery of the mistake, are 
taken back; there is no penalty against any one, 
excepting the original offender, whose card may be 
called—or he, or his partner (whichever of them 
next first has the lead), may be compelled to play 
any suit demanded by the adversaries. 

67.—In no case can a player be compelled to play 
a card which would oblige him to revoke. 

68.—The call of a card may be repeated at every 
trick, until such card has been played. 

69.—If a player called on to lead a suit have none 
of it, the penalty is paid. 


IRREGULAR PLAY. 


7o.—If the third hand play before the second, 
the fourth hand may play before his partner. 
71.—Should the third hand not have played, and 
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the fourth play before his partner, the latter may be 
called on to win or not to win the trick. 

72.—If any one omit playing to a trick, and such 
error be not discovered until he has played to the 
next, the adversaries may claim a new deal; should 
they decide that the deal stand good, the surplus 
card at the end of the hand is considered to have 
been played to the imperfect trick, but does not 
constitute a revoke therein. 

73.—lf any one play two cards to the same trick, 
or mix his trump, or other card, with a trick to which 
it does not properly belong, and the mistake be 
not discovered until the hand is played out, he is 
answerable for all consequent revokes he may have 
made.* If, during the play of the hand, the error 
be detected, the tricks may be counted face down- 
wards, in order to ascertain whether there be among 
them a card too many; should this be the case 
they may be searched, and the card restored; the 
player is, however, liable for all revokes which he 
may have meanwhile made. If no revoke has been 
made, the card can be treated as an exposed card. 


Tue REVOKE. 


74.—It is a revoke when a player, holding one or 
more cards of the suit led, plays a card of a different suit. 
75.—The penalty for a revoke— 


I, Is at the option of the adversaries, who, at the end 
of the hand, may either take three tricks from the 
revoking player, and add them to their own tricks, 
or deduct three points from his score, or add three 
to their own score (the adversaries may consult as 
to which penalty they will exact) ; 


* Vide also Law 40. 
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Il, Can be claimed for as many revokes as occur during 
the hand, and a different penalty may be exacted 
for each revoke ; 

Ill. Is applicable only to the score of the game in which 
it occurs ; 

Iv. Cannot be divided, z.e, a player cannot add one or 
two to his own score, and deduct one or two from 
the revoking player ; 

Vv. Takes precedence of every other score—e.g., The 
claimants two—their opponents nothing—the former 
add three to their score—and thereby win a treble 
game, even should the latter have made thirteen 
tricks, and held four honours. 

76.—If a player who has become liable to have the 
highest or lowest of a suit called, or to win or not to 
win a trick (when able to do so), fail to play as desired, 
or if a player, when called on to lead one suit, lead 
another, having in his hand one or more cards of that 
suit demanded, he incurs the penalty of a revoke. 

77.—A revoke is established, if the trick in which 
it occur be turned and quitted, t.e., the hand re- 
moved from that trick after it has been turned face 
downwards on the table—or if either the revoking 
player or his partner, whether in his right turn or 
otherwise, lead or play to the following trick. “Throw- 
ing down the hand, or claiming game, constitute 
acts of play within the meaning of leading or playing 
to the following trick. 

78.—A player may ask his partner whether he 
has not a card of the suit which he has renounced, 
or whether he has played as desired or demanded ; 
should the question be asked before the trick is turned 
and quitted, subsequent turning and quitting by the 
adversaries does not establish the revoke, and the 
error may be corrected, unless the question be 
answered in the negative, or unless the revoking 
player or his partner have led or played to the follow- 
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ing trick; but if the revoking player or his partner 
has turned the trick before the question is answered, 
the revoke is established. 

79.—At the end of a hand, the claimants of a 
revoke may search all the tricks.* 

80.—If a player discover his error in time to save 
a revoke, the adversaries, whenever they think fit, 
may call the card thus played in error, or may require 
him to play his highest or lowest card to that trick 
in which he has renounced ;—any player or players 
who have played after him may withdraw their cards 
and substitute others; the cards withdrawn are not 
liable to be called. 

81.—If a revoke be claimed, and the accused 
player or his partner, after such claim has been 
made, mix the cards before they have been sufficiently 
examined by the adversaries, the revoke is established. 
Prior to such claim, the mixing of the cards renders 
the proof of a revoke difficult, but does not prevent 
the claim, and possible establishment, of the penalty. 

82.—A revoke cannot be claimed after the cards 
have been duly cut for the following deal. 

83.—The revoking player and his partner may 
under all circumstances, require the hand in which 
the revoke has been detected to be played out. 

84.—If a revoke occur, be claimed and proved, 
bets on the odd trick, or on amount of score, must 
be decided by the actual state of the latter, after 
the penalty is paid. 

85.—Should the players on both sides subject 
themselves to the penalty of one or more revokes, 
neither can win the game, and the revokes cancel 
each other. 

* Vide Law 81. 
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86.—In whatever way the penalty be enforced, 
under no circumstances can a player win the game 
by the result of the hand during which he has re- 
voked ; he cannot score more than four. 


ExacTION oF PENALTIES. 


87.—Where a player and his partner have an 
option of exacting from their adversaries one of two 
penalties, they must agree who is to make the 
election, and must not consult with one another 
which of the two penalties it is advisable to exact ; 
if they do so consult, they lose their right to demand 
any penalty; and if either of them, with or without 
consent of his partner, demand a penalty to which 
he is entitled, such decision is final. 

This rule does not apply in exacting the penalties for a 
revoke ; partners have then a right to consult. 

88.—Any player demanding a penalty which is 
not authorised for the offence committed, forfeits 
all right to exact any penalty for the offence in 
question. 


GENERAL RULES. 


89.—Any one during the play of a trick, or after 
the four cards are played, and before, but not after, 
they are touched for the purpose of gathering them 
together, may demand that the cards be placed 
before their respective players. 

go.—If any one, prior to his partner playing, 
should call attention to the trick—either by saying 
that it is his, or by naming his card, or, without 
being required so to do, by drawing it towards him— 
the adversaries may require that opponent’s partner 
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to play the highest or lowest of the suit then led, 
or to win or not to win the trick. 

gt.—In all cases where a penalty has been in- 
curred, the offender is bound to give reasonable 
time for the decision of his adversaries. 

g2.—If a bystander make any remark, before the 
stakes have been paid, which calls the attention of 
a player or players to an oversight affecting the 
score, he is liable to be called on, by the players 
only, to pay the stakes and all bets on that game or 
rubber. 

93.—A_ bystander, by agreement among the 
players, may decide any question. 

94.—When a trick has been turned and quitted, 
it must not again be looked at until the hand has 
been played out, except as provided by Law 73. 
A violation of this Law renders the offender, or his 
partner, liable to have a suit called when it is the 
next turn of either of them to lead. 


Tue Etiquetre or WHIST. 


The following rules belong to the established 
Etiquette of Whist. They are not called Laws, as 
it is difficult, in some cases impossible, to apply any 
penalty to their infraction. 

Any one having the lead should not draw a second 
card out of his hand until his partner has played to 
the trick, such act being a distinct intimation that 
the former has played a winning card. 

No intimation whatever, by word or gesture, 
should be given by a player as to the state of his 
hand or of the game. 

A player who desires the cards to be placed, or 
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who asks what the trump suit is, should do it for 
his own information only, and not in order to invite 
the attention of his partner. 

No player should object to refer to a bystander, 
who professes himself uninterested in the game and 
able to decide, any disputed question of facts; as to 
who played any particular card, whether honours 
were claimed, though not scored, or vice versa, &c. &c. 

It is unfair to revoke purposely. Having made 
a revoke, a player is not justified in making a second 
in order to conceal the first. 

Until the players have made such bets as they 
wish, bets should not be made with bystanders. 

Bystanders should make no remark; neither 
should they, by word or gesture, give any intimation 
of the state of the game, nor should they walk round 
the table to look at the different hands. 

No one should look over the hand of a player against 
whom he is betting. 


DumMMy 


Is played by three players. 

One hand, called Dummy’s, lies exposed on the 
table. 

The Laws are the same as those of Whist, with the 
following exceptions :-— 

1. Dummy deals at the commencement of each 
rubber. 

2. Dummy is not liable to the penalty for a revoke, 
as his adversaries see his cards. Should he revoke, 
and the error not be discovered until the trick is 
turned and quitted, it stands good. If Dummy’s 
partner reyokes, he is liable to the usual penalties, 
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3. There is no misdeal. 

4. Dummy being blind and deaf, his partner is 
not liable to any penalty for an error whence he can 
gain no advantage. Thus he may expose some or 
all of his cards, or declare that he has the game or 
trick, &c., without incurring any penalty; if, how- 
ever, he lead from Dummy’s hand when he should 
lead from his own, or vice versdé, a suit may be called 
from the hand which ought to have led. 


Dovste Dummy 


Is played by two players, each having a Dummy 
or exposed hand for his partner. 

The Laws of the game do not differ from those of 
Dummy Whist. 


HOW TO LEARN WHIST, AND TO 
BECOME A GOOD PLAYER. 


Whist is a game that has been played during so 
many years, and has occupied the attention of so 
many clear-headed men, that certain principles of 
play have been established from long experience, as 
those best suited to gain success. 

The first step towards becoming a good whist- 
player is to learn the leads; then what to play 
second and third in hand. These systems of play 
ought to be so thoroughly known that there is never 
a moment’s hesitation as to the card to lead, or the 
card to play second or third in hand. 

The leads, &c., are merely what we may term 
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the mechanical portions of the game, and do not 
require any reasoning on the part of the player. 
They have already been reasoned out by long and 
continued investigation. Immediately other cards 
have been played by the adversaries and the partner, 
then reason and judgment come in, so as to draw 
inferences from the cards played by each individual. 

The object of a lead is—first, to secure tricks; 
secondly, to give your partner as much information as 
is desirable of the cards which you possess in the suit 
you have led. You may give him a very fair idea 
of the numerical strength or of the actual strength 
in high or court cards. It is always correct to assume 
that a partner, if even a moderately good player, 
leads from his strongest suit. Then comes the 
question, Of what does this suit consist? By the 
card led, an approximate idea is conveyed. By the 
cards played by the other players compared with those 
held in one’s own hand, a more accurate opinion 
may be formed. A second round of the same suit 
often indicates exactly the cards held by the original 
leader. Such a conclusion, however, could be formed 
only when the original leader is a whist-player, and 
is not one of those persons who lead at random, 
according as their fancy at the time impels them. 

In considering the lead, the selection, as a general 
tule, should be from the strongest suit, and the 
strongest suit is that consisting of the greatest number 
of cards. Thus five spades, consisting of knave, nine, 
eight, four, and two, is a stronger suit than is another 
consisting of king, queen, and one small card, 

What card to lead of the strong suit is the next 
question, one object being to convey to the partner 
as much useful information as is possible. Two 


WHIST 187 


forms of lead now come under consideration, viz., 
first, when the cards led are winning cards of the 
suit; second, when the cards led are not winning 
cards. Winning cards will first be spoken of. 

Suppose a player led the ace of clubs. His partner 
would at once be justified in concluding that the 
original leader did not hold the king of that suit; 
and if this ace were trumped by the fourth player, 
the partner would place the king in the hand of 
the original second player. If, however, the king 
had been led originally, and had been similarly 
trumped, it would be right to conclude that the ace 
was in the hand of the original leader. 

Again, if the king of a suit were led, and won the 
trick, and the queen were led, and also won, the ace 
would be placed in the hand of the original leader. 
If, however, the king had been led originally, and 
followed by the ace, then the queen would be placed 
by the leader’s partner in the hand of one of the 
adversaries. 

These simple cases serve to show the general 
principle on which leads should be made. The first 
lead gives a preliminary indication; the second lead 
reveals the whole or nearly the whole secret. 

This being the case, it is most remarkable to find 
that there are certain persons at the present time 
who claim to be reasonable, and to play scientific 
Whist, who yet strongly object to any extension of 
the principles of leads beyond those to which they 
have been accustomed. ‘These objectors admit that 
to lead the king, with ace, king, is correct play, as 
the lead of the king indicates that the leader holds 
the ace also. They stop, however, at a certain 
point, and assert that to lead the penultimate from 
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a suit of five, an anti-penultimate from a suit of six, 
to call for trumps, or to echo to a partner’s lead of 
trumps, is like kicking your partner under the table. 
Why is it not like kicking your partner under the 
table to lead the king, with ace, king, instead of lead- 
ing the ace? The cases are exactly similar, and are 
based on the same principles of play. 

The whist-player who wishes to hold his own 
with modern players must learn the modern leads. 
These leads are based on reason, and convey, by 
each card, intimation to an intelligent partner as 
regards the number and strength of the suit from 
which the card was originally led. 

As one among many examples of the information 
conveyed by a lead, the following may be given :-— 

My partner being a good player, I conclude he 
leads from his strongest suit. He is original leader, 
and leads the seven of spades, hearts being trumps. 

In my hand there are the ace, queen, five, and 
two of spades. 

The second player plays the three; I play the 
queen; fourth player plays the six. 

What do these cards mean? 

My right adversary is not asking for trumps, 
because asking for trumps is playing an unneces- 
sarily high card (as will be fully explained further 
on); and the two of spades being in my own hand, 
the three is the next lowest card. The three may 
be a single card, but single cards are the exception 
oftener than the rule. 

Having won with the queen, I return the ace of 
spades. The second player plays the eight, my 
partner plays the four, and the fourth player plays 
the ten. 
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By these two rounds of spades I have obtained a 
considerable amount of information. My partner 
led the seven, and his four dropped to my ace on 
the second round. He therefore led the penultimate 
of a five suit; and he holds three more spades which 
I can name—that is, the king, knave, and nine. 
Neither of the adversaries holds another spade, 
because, as there are two more in my hand, three 
more in my partner’s, and eight spades played, 
the thirteen of the suit are accounted for. To lead 
another spade, therefore, would be folly, as one 
adversary would make a small trump, and the other 
would discard a worthless card of another suit. 

My partner also would know that—as the eight 
was played by one adversary, and the ten by the 
other, whilst he held king, knave, and nine—the 
two other spades were in my hand. 

When, then, my partner obtained the lead, he 
would avoid playing his king of spades, unless all 
the trumps were out, or he wished to force out the 
best trump. 

A bad player distinguishes himself by not noticing 
such details as those given above, and then, by jump- 
ing at erroneous conclusions, comes to utter grief. 
A bad player would not perceive why a third round 
of spades was not led by his partner, and would 
almost to a certainty imagine that it must be because 
his partner held no more. At the very first oppor- 
tunity, therefore, he would lead his king of spades, 
and then discover that the second player trumped 
with the two, and the fourth player discarded from 
another suit. 

Now, how was this information obtained? It was 
obtained by the original leader starting from a pen- 
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ultimate, or lowest card but one of a five suit. If 
this original leader had led the lowest card his partner 
could not have obtained the information described 
above. 

To lead, therefore, the correct card, according to 
the number and strength of a suit, is one of the first 
and most important items connected with Whist. 

In the most modern game of Whist the number 
of conventional leads has been considerably increased ; 
and, although only a few of the more advanced 
players practise these at the present time, those 
who do so must be reckoned with. It is, therefore, 
necessary for a player to ascertain the amount of 
knowledge of the game possessed and practised by his 
partner, otherwise he may be giving information as 
to the cards in his hand which his partner fails to 
comprehend, but which is at once understood by 
the adversaries. 

If the chance be offered, the game of the players 
who are playing should be watched, so as to ascer- 
tain whether they are modern or old-fashioned 
players. This fact can be discovered by noting 
the cards they lead. When joining a rubber with 
strangers, it is uncertain what style of game they 
play, and the first hand is played under great dis- 
advantage. After two or three hands have been 
played, a partner’s strength or weakness ought to be 
correctly estimated. 

If you find that your partner does not understand 
the scientific game, it is worse than useless to attempt 
to play first-class Whist with him. He fails to per- 
ceive the information you give him, or draws erroneous 
conclusions from such information, and does the very 
thing he ought not to do. With a bad partner and 
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strong adversaries, it is more likely that success will 
be gained by playing incorrect cards than by playing 
those which, with a good partner, would have been 
played. 

Having thus, we hope, established the importance of 
the lead, we proceed to discuss the subject in detail. 


Leaps. 


In selecting a card for a first and original lead, 
this card should be from the longest suit as a rule. 
Numerical strength is the kind of strength which is 
most to be considered. Thus a suit of five, though 
headed by a ten, is a better suit than one containing 
ace, king, and one small card. When a suit is headed 
by high court cards, the leads are different from those 
which should be adopted when the highest card in 
the suit is a ten or a single court card (not the ace). 
In the case of a long suit not headed by the ace, and 
with only one court card, the lead should be the fourth 
best card of the suit, that is, the fourth card counting 
from the top downwards. 

When the suit from which a lead has to be selected 
is of three cards only, the highest card of this suit 
should be led, unless such highest card be ace, king, 
or queen; then lead the smallest. It frequently 
happens that the leader holds four small trumps, 
and an honour, say king or ace, has been turned up 
to his right. The original leader cannot lead from 
his numerically strongest suit, which is trumps, up 
to this honour; he must therefore open a weak 
suit, and he should select that in which he is 
strongest. 

One of the first principles in Jeads is to lead through 
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the strong up to the weak. At the first lead it is 
impossible to tell where the strength and where the 
weakness may be, except in trumps when an honour 
is turned up. After the first round of a suit, a fair 
idea may be formed as to the position of the strength 
and weakness. 

When the original leader possesses two or more 
honours in a suit, the order in which these are led 
conveys important information to an intelligent 
partner. The second lead of the same suit will in 
some cases indicate the number of cards in the suit, 
from which the original card was played. For 
example, original leader plays knave of spades, which 
wins the trick. He follows with king of spades. 
The leader’s partner now knows (see Table of Leads, 
post) that the original lead was from king, queen, 
knave, and at least two small spades ; because leading 
knave, then king, shows five at least in the suit. If 
the leader held only four spades, he would have 
commenced with the king. 

Another piece of valuable information may be 
gained by the lead of the knave from king, queen, 
knave, and two others, which is as follows. The 
leader’s partner, if a good player, and holding the 
ace and one other spade only, will take his partner’s 
knave with the ace, and will then return the small 
spade. He plays this ace to “‘ unblock,” or get out 
of the way of his partner. If, however, he does not 
play his ace on the knave, but does play it on the 
king, it may be assumed that he holds a third spade, 
and played his ace to prevent blocking his partner’s 
suit. Only a very feeble player, with ace and one 
other, would fail to play this ace on the original 
lead of knave. 
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The leader will now know whether either adversary 
holds another spade. If he led from six spades, 
neither adversary holds a spade. If he led from 
five, one adversary may hold a spade, unless his 
partner originally held four; and, from the cards 
that fell from his partner’s hand, he can tell whether 
three or four were originally held. The partner 
knows that, as he held, say, three originally, and 
the original leader showed five, one of the adver- 
saries, after two rounds of the suit, cannot hold a 
spade. This is one among numerous cases proving 
the advantage of informing a partner, by the lead, 
of the number of cards in the suit from which the 
original lead was made. When the accepted leads 
are known and practised, a game of Whist proceeds 
like a well-oiled machine, the intelligence being 
employed to take advantage of the information given. 
When the leads are not known, and incorrect cards 
are played, there are perpetual catastrophes, losses 
and surprises, which usually culminate in losing a 
rubber which ought to have been won. 

After the Laws of the game have been learnt, the 
next proceeding is to learn the leads. No man can 
ever hope to be more than a very indifferent player 
who does not know the leads; yet, from a long 
Whist experience, it can be stated that at least one- 
third of those who have played the game of Whist, 
probably during twenty or more years, have never 
become familiar with them. 

The following Table gives the original leads now 
adopted, and the second lead : *— 


* The more complicated forms of the so-called ‘‘ American” 
leads are not set out, as they never gained general acceptance, 
N 
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Holding, in plain suits— as Second lead. 
Ace, king, queen, knave king knave 
Ace, king, queen king | queen 
Ace, king, and others king ace 
Ace, king only ace king 
King, queen, knave, with one | king knave 
small one 
King, queen, knave, and more | knave | king, if five; queen, 
than one other if more than five 
Ace and four or more small ace fourth best of those 
remaining 
King, queen, and others king if king wins, fourth 
best of those re- 
maining 
Ace, queen, knave, with or | ace queen 
without one small one 
Ace, queen, knave, with two | ace knave 
or more 
King, knave, ten, nine nine king, if ace or queen 
falls 
King, knave, ten ten 
Queen, knave, ten, nine queen | nine 
Queen, knave and one small | queen 
Queen, knaye, and two or | fourth 
more best 
In trumps. 
Ace, king, queen, knave knave ueen 
Ace, king, queen queen ing 
Ace, king, and five others king ace 
Ace, king, and fewer than five | fourth 
small best 


These leads give the majority of cases that occur ; 
there are many other combinations of the cards, but 
the general principle will be understood from those 
which have been given. To deviate from these 
leads is to court disaster, since random leads tend 
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to puzzle a good partner, and to conceal from him 
the number and value of the cards in the leader’s 
hand. These leads refer primarily to the first lead 
of ‘the suit only. When a second lead of that suit is 
adopted, the card to be played may depend on the 
cards which fell in the first round. 

The first lead of a suit, and the card to lead, 
belong to the mere elementary routine of Whist. 
These leads require no skill and no reason, They 
may be learned as the alphabet is learned, and com- 
mitted to memory. To know them renders Whist 
a much more easy game to play than if they are 
not known. A player whose turn it is to open the 
game with the lead ought to know at once what card 
to lead. If he has to consider whether he ought 
to commence with this, that, or the other card, he 
too often plays the game from beginning to end in 
opposition to the well-established principles, which 
have been proved to be those best adapted for gaining 
success, 


Rerurn Leaps, 


When returning a partner’s lead, the card to 
return him is the higher of two remaining, the lowest 
of three or more remaining. Thus, if you held 
originally ace, knave, and the three, and your partner 
led this suit, you should play the ace third in hand, 
and return the knave. If you held ace, knave, four, 
and three, you win with the ace, and return the 
three. 

It does not follow that you should return your 
partner’s lead immediately. You may wish him to 
abandon his suit, and to play for one of your own, 
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If so, the correct card of this suit should be led, so 
that your partner may be informed of the change of 
policy which you advocate. If he has confidence 
in you, he will then abandon his own suit and play 
for yours, To return your partner’s lead at once 
means that you have no better game of your own. 

Although, as a general rule, it is advisable to lead 
from a numerically strong suit, yet to continue this 
suit when the partner is found to hold no high card 
in it is not winning play. For example, a player 
holds six diamonds, headed by the nine; one trump, 
the five (clubs) ; three spades, headed by the queen ; 
three hearts, headed by the knave. He leads the 
fourth best diamond; his partner, third in hand, 
plays knave ; fourth hand wins with queen. The 
original leader may now feel confident that both 
the ace and king of diamonds are against him; if, 
therefore, he win a trick with the queen of spades, 
it would be useless to lead another diamond, unless 
he is anxious to force his partner, which, with one 
trump only, would not be sound play. 


Sreconp 1n HAnp. 


After the lead, the card to play second in hand is 
the most important item in Whist. The card played 
second hand may be to protect your partner, or 
to inform him of the remaining cards of the suit in 
your hand. The play second hand in trumps is 
different from what is adopted with other suits, for 
the obvious reason that other suits may be trumped. 
The following Table shows the cards to be played 
second hand :— 
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Holding— Card led. Play, second hand. 

Ace, kiag, queen small queen 
Ace, king, knave small king 
Ace, king, and others small king 
Ace, queen, ten, &c. small queen 
Ace, queen, ten, &c. knave ace 

In trumps small ten 
Ace, queen, and small small small 
Ace, knave, ten, &c. small small 

In trumps small ten 
Ace and small small small 
King, queen, knave, &c. small knave 
King, queen, &c. small queen 
Queen, knave, ten, &c. small ten 
Queen, knave, and small small knave 
Ace and small queen ace 
King and others small queen small 
King and one other small small 
Queen and one other small small 
Queen and one other knave or ten queen 


When a card is led by the original leader, the 
second player ought at once to draw conclusions 
as to the other cards in the leader’s hand. For 
example, original leader plays the two of clubs, spades 
being trumps. The first conclusion is, that the two 
is the lowest of a four suit. If it were a five suit, 
the lowest card would not have been led. It may 
be a three suit; if so, the leader probably holds 
four trumps, but considers he is not strong enough 
to lead these. If he held a four suit, not trumps, he 
would have commenced with the lowest of this 
four suit. 

Judging from the lead, as to the value of the suit 
from which the original lead has been made, is the 
result first of observation, then of reason. 
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In order to be able to derive all the advantages 
from observing the first card led, a player should 
practise sorting his cards rapidly, so as to have these 
ready before a card is led. Some players sort each 
suit separately, and thus “ go over” their cards four 
times, and take more than twice as long to arrange 
their cards as would be required if the four suits 
were sorted simultaneously. In consequence of this 
delay, they are looking at the cards in their hand 
when they ought to be looking at those on the table ; 
they are so much occupied with the sorting of their 
cards whilst the game is being played, that they 
cannot observe and draw conclusions from the cards 
which fall from each player’s hand. 


Wuat To pLay THirp Hanp, 


The play of the third hand is much more simple 
than is that of the second. The third hand should 
play his best card, save under one or other of the 
three following conditions, viz. :— 

1. That the second hand plays a card higher than 
any card held by the third hand; the lowest card 
is then played. 

2. If a sequence be held, such as king, queen, 
knave ; queen, knave; ace, king; &c., then play the 
lowest or lower card of the sequence. 

3. When a finesse is considered desirable. 

It is a remarkable fact, but no less a truth, that 
many persons who have played the game of Whist 
during several years do not seem to realise what a 
finesse is. 

To finesse is to play a card, not the best in the 
hand, on the chance that the higher card which 
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might win the trick is on the right of the third 
player. To take the most simple example, we will 
assume that the king of spades is turned up to the 
right of the player A; B, who is A’s partner, obtains 
the! lead, and plays a spade. Z, who was the dealer, 
plays a small spade; A, third player, plays the queen, 
holding ace and queen of spades. If A did not 
know that Z held the king, he ought yet to play the 
queen third in hand, on the chance that Z held the 
king; this would be fimessing the queen. If, how- 
ever, the king had not been turned to A’s right, and 
A led a small: spade, which B, A’s partner, won with 
the knave, then A would know that the king of this 
suit could not be in the hand of his right adversary ; 
and if his partner returned this suit, A must play his 
ace, third in hand, not his queen. To play his queen 
would not be a finesse, but would be playing the 
queen to be taken by the king ;- when, perhaps, his 
ace, if the suit were other than trumps, might be 
trumped in the third round. 

When it is, known that a certain high card cannot 
be in the hand of the right-hand adversary, it -is 
worse than useless to play as though it might be 
there. 

Finesses are of two kinds, speculative and obligatory. 

The finesse speculative is as follows:—You hold 
ace, queen; or ace, queen, knave of a suit, which 
your partner leads. Third in hand, you play the 
queen, if you hold ace, queen; or knave if you hold 
ace, queen, knave. This play is adopted on the 
chance that the king is to your right, and is there- 
fore a speculation. 

The finesse obligatory is as Keibler :—You hold 
king, ten, seven, and three of a suit, and you lead 
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the three; your partner plays the queen, and wins 
the trick, and returns a small card of the suit. From 
the fact of the queen winning, you know the ace 
is not held by your right-hand adversary; you also 
know your partner does not hold the knave. When 
your partner returns a small card of the suit, you 
know he does not hold the ace. If both the ace 
and knave are to your left, it matters not whether 
you play king or ten third in hand. If, however, 
the knave be to your right, your ten draws the ace, 
and you remain with the king, the best card of the 
suit. Hence you are obliged to play the ten third 
in hand in order to give yourself one chance—viz., 
that the knave is to your right; consequently, this is 
called the finesse obligatory. 

Before a speculative finesse is attempted, the state 
of the score should be considered ; if only one trick is 
required to win the game, and you hold ace, queen 
of a suit, the ace should be played, unless there is a 
certainty of this ace being trumped. Also a player 
should consider whether it is specially desirable that 
he obtain the lead, when he has the chance of a 
finesse. If the lead is important, the finesse should 
not be made; if the lead would be detrimental, it 
should generally be attempted. 

What a finesse really is should now be compre- 
hended. It is not merely playing the queen third 
in hand when holding ace, queen, but it is playing 
the queen on the chance that the king may be in 
the hand of the second player. If the second player 
hold none of the suit, no finesse can be made; the 
ace must be played by the third player, if second 
hand has not trumped. It is curious how often bad 
players will commit the error of playing queen third 
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hand, holding ace, queen, when the second player has 
failed to follow suit, and has refused to trump. 


Tue Pray or THE Fourru Hanp. 


The fourth player has to win the trick if he can, 
with the lowest card in his hand. If he cannot win 
the trick, he plays his most worthless card. 


Wuist ConvENTIONS. 


From an examination of the leads, it will be seen 
that one main object is to convey information to 
your partner. The king is led before the ace, so 
that your partner may fairly conclude that, if the 
king wins the trick, you hold the ace. If, after the 
king, the queen be led, he obtains an additional piece 
of information. The science of Whist is in great 
measure based on this principle of giving information 
to your partner by means of the cards you play. 

Among the conventions now universally adopted, 
perhaps the most important is— 


Tue Catt ror TRUMPS. 


If a player be desirous to obtain a lead of trumps 
from his partner, he can intimate such desire by 
playing an unnecessarily high card to a trick. 

It must be distinctly understood that the play of 
an unnecessarily high card means a demand on the 
partner to lead a trump. What, then, is an un- 
necessarily high card? 

If a player, second or fourth in hand, play, say a 
six, and on the second round of the same suit play a 
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two, three, four, or five, he has played an unneces- 
sarily high card, and has called for trumps. If a 
player third in hand win with the ace, return the 
king, and then play a small card, he has intimated, 
by playing the ace, that he wishes his partner to lead 
a trump, the ace being an unnecessarily high card. 
. The play by the second hand of a high, then a 
low, card may not indicate that an unnecessarily high 
card had been first played. For example, second 
hand holds queen, knaye, and two of a suit; the 
three is led, second hand plays knave, and, on the 
return of the suit, plays the two. Some unreasoning 
partners would at once jump at the conclusion that 
this was a call for trumps, because a high, then a 
low, card was played by their partner. If the second 
player wished to call for trumps, he would play his 
queen, not the knave, under the above conditions. 
Some partners are so dense in these matters that 
it is dangerous to play a protecting card second hand 
for fear they may assume this to be a call for trumps. 
If one holds knave, ten, and a small card, and the 
ten, which is the correct card to play second hand, 
be put on, a bad partner will conclude, when he sees 
the small card played. in the next round, that his 
partner must have asked for trumps, because a ten, 
then a small card had been played. This erroneous 
conclusion is usually arrived at. when the partner 
is only superficially acquainted with the card. that 
ought to be played second hand. 
The player who calls for trumps intimates to his 
partner that he is so strong that if trumps are led 
to him he is prepared to undertake all responsibility 
for the consequences. To ignore such a signal is 
unjustifiable, 
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It is a serious step to call for trumps, even with 
five trumps and two honours, if the other suits are 
very weak. When, however, the player holds one or 
two queens, with such other cards in those suits as 
to render it probable that the queen may be trumped 
in the third round by one of the adversaries, then a 
“ call? may be allowable. 

When calling for trumps, the card selected with 
which to call should, if possible, be a middle card, 
so that, if mecessary, the call may be temporarily 
concealed. For example, suppose one holds the six, 
five, and four of diamonds, and five or six trumps 
(clubs), and one is second player. Original leader 
starts with the diamond suit; second player, wishing 
to call, should play the five, not the six; third hand 

lays queen; partner drops ten. Ace of diamonds 
is returned; partner drops knave, and thus shows 
no more diamonds; original caller may now, with 
advantage, conceal his call by playing the six. When 
the original caller obtains the lead, he may play his 
four, thus allowing his partner to make a small trump, 
and, at the same time, showing that the five which 
he originally played was a call. 


Tue Ecuo To THE CALL. 


If partner has called for trumps, and you are 
able to lead trumps to him, lead the highest of three, 
the lowest of four, unless the ace be one of the four, 
when lead the ace, then the lowest. If your partner 
lead winning trumps, and you hold four, play to his 
leads, first, the lowest but one, then the lowest. 
This shows four trumps at least. Also if, before 
either you or your partner obtain the lead, you have 
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the chance of playing an unnecessarily high card 
which does not damage your hand, do so, if you hold 
four or more trumps and your partner has called. 
If the adversaries either “ call” or lead trumps, then 
conceal the fact that you hold four. It is even some- 
times advisable, if you know your partner is weak in 
trumps, and the adversaries are leading trumps, and 
you hold only three, to play these as though you held 
four; the strong hand may then draw his partner’s 
last trump, under the impression that you hold it. Such 
“ false-carding,” however, should not be attempted 
until one has acquired proficiency in the game. 


DiscarDING. 


It is a most important matter to know what to 
discard, when you hold none of the suit led, and 
either cannot or do not think it desirable to trump. 
The discard may be grouped under three heads :— 

1. When trumps have not been led, nor have been 
called for by either adversary. Then discard the 
lowest of the weakest suit. 

z. When your partner has led trumps, and you 
have to discard on a winning card of his, throw away 
the lowest card of your weakest suit. 

3. If the adversaries have either led trumps or 
have called for trumps, throw away the lowest card 
of the strongest suit. 

Simple as this system of discarding really is, and 
sound as it is, some players never seem to compre- 
hend it. They will too often do the very opposite, 
and will throw away from their strong suit when 
their partner has led trumps, and from their weak 
suit when the adversaries have led trumps. 
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When a player has had the original lead, and has 
shown strength in one suit, it is unnecessary that he 
tell his partner that he is strong in that suit by dis- 
carding from it when the adversaries have led trumps ; 
he may then discard from a weak suit, unless he has 
to keep it guarded. 

Towards the end of a hand, and when only four 
or five cards remain, the discard is often of vital im- 
portance, and should be carefully attended to by a 
partner. 

Attention may be called to the occasional ad- 
visability of discarding falsely, when one has mastered 
the principles of the game. Such false discard may 
be understood by the following example. Suppose 
you hold ace, queen, and two small clubs and two 
small spades. ‘The adversaries have led trumps, and 
your left-hand player has drawn the last trump from 
your partner. According to rule, you ought to dis- 
card a club, to show your partner your strong suit. 
As, however, your left adversary has the lead, he 
would at once lead a spade up to your indicated 
weak suit. You may therefore discard a spade, in the 
hope that he may lead a club up to your ace, queen. 


Tue Use anp Asuse oF TRUMPS. 


The suit that is trumps is the most powerful suit 
of all. A two of trumps will beat the ace of another 
suit. Consequently, it is of the utmost importance 
that trumps be treated with the greatest respect. 
As a general rule, the original leader with a strong 
numerical hand of trumps should lead them, six or 
even five trumps being numerical strength, even 
though no honour is held. If the original leader 


206 WHIST 


hold six trumps, there are only seven others against 
him ; and if these be divided as they most generally 
will be, viz. two each in two hands and three in 
one other, three rounds of trumps will extract all 
the trumps except the three remaining in the leader’s 
hand; in which case three certain tricks are held by 
the leader. If one player hold six trumps, it is pro- 
bable that his partner holds a long suit (not trumps); 
and if trumps be extracted, his partner may’ make 
several tricks in this long suit. There is no fear of 
the adversaries doing so, as the long suit would be 
trumped by the leader who held originally five or 
six trumps. If, on the contrary, partner has no good 
cards, a valuable score can hardly be made by any 
method of play. Therefore, to lead trumps, if strong 
in them, is almost imperative, although the leader 
may hold no winning card in any other suit. If the 
partner only hold one trump, which will be dis- 
covered in the second round, it is advisable to con- 
tinue leading a trump in order to draw two of the 
adversaries’ trumps together, and thus to prevent 
them from making these separately. 

One of the great difficulties which players only 
partially acquainted with the game experience, is 
when to trump or not to trump a doubtful card. 

It has been laid down as a law not to trump a 
doubtful card if strong in trumps, and many players 
will never trump a doubtful card if they hold only 
four small trumps, as they seem to consider such a 
hand is strong. 

It must be remembered that refusing to trump a 
doubtful card is in reality declining to make certain 
of a trick, in exchange for a possibility that one’s 
partner may hold the winning card of the suit. If 
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the adversary hold the winning card, then a trick 
has been actually lost by declining to trump. How, 
then, can the loss of this trick be recovered? It 
may be recovered if the player who refused to trump 
is able. to extract the adversaries’ trumps, and bring 
in one or more cards of a long suit, a proceeding 
which he would have been’ unable to accomplish 
had he trumped-the doubtful card.) Also, the player 
who refused to tramp may get rid of a worthless 
card of some other suit, which he may then be able 
to trump should the winning card of that suit be 
against him. 

When, however, no card that is worthless can be 
thrown away, and when strength in trumps has been 
indicated against him, a player can with advantage 
trump a doubtful card, even though he hold four 
trumps, one of which is an honour. 

Another important item in connection with trump- 
ing a doubtful card is whether one desires the lead, 
or does not wish for it. If the lead would be dis- 
advantageous, then the doubtful card should not be 
trumped, and vice versé. 

When one’s partner has either led or has called 
for trumps, then the doubtful card should be trumped 
without hesitation, and the best trump led to the 
partner’s call or lead of trumps. 

One very common and oft-repeated error of the 
bad player is to refuse to trump a winning card 
merely because he holds four trumps with one 
honour. He will refuse to trump more than. once, 
and imagines he is. playing a strong winning game 
by discarding one or more worthless cards of a short 
suit, which he believes he will be able to trump 
when this suit is led. 
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With a hand of trumps not sufficiently strong to 
make certain of extracting all the trumps and re- 
maining with the lead, it is advisable to consider 
how many tricks are likely to be won by the trumps 
in one’s own hand. For example, the trumps held 
are queen, nine, four, and two. It is not likely that 
more than one trump will make a trick, and possibly 
not one. We have the chance of trumping a doubtful 
card, and we refuse to make even one of our trumps, 
and throw away a certain trick if our partner does 
not hold the winning card of that suit. If our 
partner does hold the winning card of the suit, he 
may not be obliged to play it on our trump; and it 
is no severe loss to make one trump out of four, even 
if the partner does hold the winning card. 

It cannot be too strongly impressed on the young 
player that the great object of Whist is to win tricks, 
and to refuse to win a trick when you can do so is 
to accept a dangerous responsibility. 


UnperPLay, 


One of the worst forms of bad play is to repeatedly 
change the suit, and thus, by continuing to make your 
partner third player, to incur the risk of sacrificing 
the best cards of each suit that are in his hand. 
Instead, therefore, of leading a fresh suit in which 
you may be very weak, it is frequently safer to return 
the adversaries’ lead, especially if it is evident that 
you can lead through the strong hand up to the weak. 

In order to take full advantage of this lead, what 
is termed “underplay” may be attempted. As an 
example of underplay, the following is given. A, 
original leader, leads the two of spades, thus indicating 
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most probably a four suit; A, it is evident by this 
lead, does not hold king, queen of the suit. Y, the 
second player, plays the three of spades; B, third 
player, plays the nine ; and Z, fourth player, holding 
ace, ten, and four of spades, wins the trick with 
the ten. 

Z, having no court card in the three remaining 
suits, fears to lead any one of these. Z knows that 
he possesses the ace of spades, but this fact is not 
known to A. Z then underplays by leading back 
the four of spades. A, who holds king, knave, eight, 
plays knave second hand; Y wins with queen, and 
now knows that his partner holds the ace, for had 
A held the ace he would have played it second in 
hand. Y, now having the lead, can show his strong 
suit, and may fairly assume that his partner has no 
good suit, because, had he been strong in any suit, he 
would have led a card of it, instead of at once resorting 
to underplay. 


Fause Carns, 


False cards are played either in consequence of 
ignorance, or for the purpose of deception. A player 
who has never troubled himself to learn the leads is 
perpetually playing false cards, and deceiving his 
partner. Thus, with a suit of five headed by one 
honour (not the ace), a player who leads the lowest 
of this suit, instead of the fourth best, has led a false 
card, and has, according to Whist rules, told his 
partner a falsehood, viz. that he holds only four 
instead of five cards in this suit. 

A player who holds ace, king, and queen of a suit, 
and leads king then ace, also tells his partner a false- 

ra) 
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hood, inasmuch as he makes the cards say: “I don’t 
hold the queen of this suit.” 

False cards, played deliberately, are those which 
a player knows he ought not to play according to 
rule; such, for example, as winning a trick with 
the ace when it could have been won with the king, 
or playing the queen of a suit on an adversary’s king 
when the knave was held. 

The cases in which false cards can be played with 
advantage are rare, but sometimes, especially in 
trumps, success may follow the play of a false card. 
The following is an example :—_A holds ace, king, ten, 
and eight of diamonds (trumps). When Y, the left- 
hand adversary, obtains the lead, he plays a small 
diamond; Z, the right-hand adversary, plays queen 
third in hand. A may now win with ace, thus stating, 
in effect, that he does not hold the king. 

Y may now conclude that his partner probably 
holds the king, and, on again obtaining the lead, 
may play another diamond up to king, ten, eight, 
when A is certain to make both king and ten. 


How ro pray WuHIST. 


When a player has learnt the leads, and what to 
play second and third in hand, he can play a fairly 
intelligent game. In the present day, when there 
are so many ably written books on Whist, there is 
no excuse for an habitual whist-player remaining 
ignorant of such elementary matters as the leads. 
The skill and general principles of the game may 
then be studied. The following suggestions should 
at this stage be attended to :— 

Sort your hand as quickly as possible, so as to be 
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able to form some idea of the style of game you 
ought to play before a single card is led. Remember 
that an average hand contains four court cards, or 
honours, one in each suit. If these four court cards 
be four knaves, the hand is below the average ; if 
four kings, or two kings, two queens, and a knave, 
it is about the average. 

When the hand has been sorted, and the adversary’s 
score has been examined, a player can estimate his 
chances (or the certainty) of saving the game. If the 
adversaries have nothing scored towards the game, and 
you hold ace, king, queen of trumps, you know that 
you must win three tricks, and nothing but a revoke 
can lose you the game. A bolder game may then be 
attempted than would be advisable if you had not 
the saving of the game in your own hand. It is always 
desirable to make certain of saving the game before 
you attempt to win it. We frequently hear rash 
players remark, “I never dreamed it possible that 
we could lose the game; if I had thought so I could 
have easily saved it.” The safer plan is to always 
think it possible to lose the game, unless you have the 
saving of it in your own hand, 

Although it is correct play to lead from the longest 
numerical suit, especially when strong in trumps, it 
is most detrimental to continue to do so when ve 
weak in trumps, and when you have found, by the 
card your partner has played third in hand, that he 
has no winning or protecting card in that suit. It 
frequently happens, if this lead be Tepeated, that one 
adversary holds the Winning cards of the suit; the 
other falls short, and is consequently able to get rid 
of worthless cards on his partner’s winning cards. 

As we have already had occasion to remark, and 
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the fact should be persistently borne in mind, the 
great object at Whist is to win tricks. Many inex- 
perienced players, who have superficially learnt certain 
rules, seem to imagine that it is better to refuse to win 
tricks in order to convey information to a partner, or 
to deceive one or both of the adversaries. This pro- 
ceeding is most commonly adopted when the unskilled 
player holds four small trumps, and is not provided 
with a long suit, and believes it to be good play to 
decline to trump a doubtful card second in hand. 
With four small trumps, it is more than probable that 
not one of these will win a trick except by trumping. 
To refuse to trump a doubtful card indicates strength 
in trumps, and this strength ought not to be less 
than five trumps, with or without an honour or 
honours, or four trumps with two honours. 


UNBLOCKING. 


One of the most important results of the modern 
system of leading is that a player may know when 
to unblock his partner’s suit ; that is, to avoid being 
left with the winning card of a suit of which his 
partner holds the remainder. The disasters that may 
result from not unblocking are of frequent occurrence 
with those players who either do not know the leads, 
or are incompetent to grasp the situation. The 
following is a simple example :— 

Y holds the ace, knave, 3 of clubs, and four losing 
cards in spades and hearts. Z (Y’s partner) has 
extracted all the trumps (diamonds), and leads the 
king of clubs; A follows suit with the 2, Y plays the 
3, B plays the 5. 

Z then leads the 4 of clubs; A plays the 9. Z, 
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knowing from his partner’s lead that the latter has 
the queen of clubs, ought to perceive at once that, 
as regards winning the trick, his ace and knave are 
equal cards; but that the former may obstruct Y’s 
other clubs, whereas the latter cannot. If Z mechani- 
cally plays his lower card (perhaps being even deluded 
by the belief that he is “ finessing ” !), he has suc- 
cessfully blocked his partner’s suit; because, when 
he has played out his ace, he must lead another suit, 
and his partner, who had king, queen, 10, 8, 4 of 
clubs, and two small hearts, can never get in again 
to make his two remaining clubs. If Y had won 
the second round of clubs with his ace, and returned 
the knave, Z would have taken the knave with his 
queen, and would then have won tricks with his ten 
and four. Consequently, Y and Z would have won 
five tricks in clubs, instead of only three; Y there- 
fore, by not unblocking his partner’s suit, lost two 
tricks in that one hand, 

Another form of not unblocking is the following :— 
Y leads the knave of spades, which wins; he then 
leads the king of the same suit. Z, his partner, held 
originally ace, three, and two of that suit. When 
Y leads the king after the knave, Z ought to know 
that his partner led originally from five spades headed 
by king, queen, kmave. It is therefore Z’s duty to 
play his ace on his partner’s king, and thus unblock 
his partner’s suit. Z now knows that, as his partner 
led originally from five spades, and he held originally 
three, making eight, a third round of spades must 
be trumped by one of the adversaries, Y, if he knows 
his partner to be a sound player, will feel certain that 
his partner holds one more spade ; because, had his 
partner held ace and only one other spade, he would 
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have played the ace on the knave, in order to unblock 
his partner’s suit. d 

To be able to thus aid a partner, the leads must 
be thoroughly known, so that from a partner’s 
original lead it may be fairly estimated what other 
cards of the suit he holds in his hand, and when, 
consequently, it is desirable to unblock his suit. 


On Pracinc THE Leap. 


The player who has to play last has an advantage 
over the other players. If this last player hold the 
king and one other card of a suit, he ‘is certain to 
make a trick with the king, unless it be trumped. 
If this last player hold ace, queen of a suit, he is 
certain to make them both, unless one or the other is 
trumped. Towards the end of a hand, and when 
a fairly correct estimate may be formed of where 
certain cards are located, it is of the utmost im- 
portance to place the lead either to the right or left, 
according as you wish your partner or yourself to be 
led up to as last player. Some simple examples such 
as the following will illustrate these cases. 

A player, Y, holds the king and one other trump 
(spades), and one trick is required to win the game ; 
he holds also a winning heart. His partner Z plays 
a thirteenth diamond, which is not trumped by the 
second player, who discards a heart. The ace and 
queen of spades are in hand somewhere, and may 
both be held by an adversary. Y must therefore 

lay his winning heart on the thirteenth diamond, 
when the left adversary, after trumping, must lead 
up to the king of spades guarded, when consequently 
the king must win a trick, and the game. Simple 
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as this proceeding is, bad players will frequently fail 
to grasp the situation, and will indulge in vain 
imaginations, such as that their partner has played 
this thirteenth card in order to ask for the best trump 
to be played on it. Or that the partner holds the 
ace of trumps, and fears to play it out, lest he might 
catch his partner’s king, not perceiving that, if that 
is so, the game is a certainty in any case. Such 
singular ideas are by no means uncommon with the 
bad player. 

Each time a player leads a fresh suit in which he 
is weak, he is playing a dangerous game, inasmuch 
as he is giving an adversary the advantage of being 
last player. It is a common error of the bad player 
to change the suit at random, when he finds his partner 
possesses little strength in the one originally led by 
him. He thus continues to sacrifice his partner, and 
loses trick after trick. The following is an example 
from actual play. A held queen, eight, five, and 
two of spades, ten, eight, and three of diamonds 
(trumps), knave, eight, five, and two of clubs, the 
six and four of hearts. 

B, his partner, held king, and two small spades, 
king, and two small diamonds (trumps), king, and 
three small clubs, king, and two small hearts, 

A led two of spades, B played king third in hand, 
which was captured by ace in the fourth (Z’s) hand. 
Z returned a spade, which A won with the queen. 

A now led two of clubs, B played king, which 
was also captured by Z with ace. Z returned a 
small club, which Y, his partner, won with queen. 

-Y then led.a small heart, which Z won with queen, 
and returned ace, then a small heart. A trumped 
the small heart, and B’s king fell. A, after due 
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consideration, now led one of his two remaining 
trumps. Bs king was captured by the ace ; and thus, 
by his partner’s changes of suit and trumping, B, 
with four kings, did not win a trick with any one 
of them. 

It is an old and well-known maxim, that a player 
should be cautious how he changes suits. If the 
adversaries hold the best cards of a suit, they must 
make these, and it is far better to let them do so by 
playing a third round of that suit, and thus placing 
the lead in the hand of one of the adversaries, than 
to open another suit in which no high card is 
held. 

The following examples of placing the lead are 
useful, and should be remembered, because either 
exactly such cases or others which are very similar 
are perpetually recurring towards the end of a hand. 

You hold the losing trump—one other in against 
you and to your left (trumps being spades)—the ace 
queen of clubs, the ace, queen of hearts. 

The king of clubs and the king of hearts are some- 
where in the other three hands. Three tricks are 
required to win or save the game. The diamonds 
are all out. To make a certainty of winning three 
tricks, play the losing trump; you must then be led 
ap to either in clubs, or hearts, and must win three 
tricks out of your own hand. 

It is sometimes advisable to throw away what 
would be the best card in your hand in order to 
place the lead, or at least to attempt to place it. 
The following is an example of such a case. 

You hold four cards, the ace, queen of spades 
(trumps), the king and one other heart. The king 
of spades was turned up to your right, and you know 
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another trump guards the king; no trumps are in 
the other hands. 

Your left adversary leads the ace of hearts ; when 
he leads another heart you must win with the king 
and must lead up to the king of trumps, when you 
win only two tricks. If you throw your king of 
hearts on the ace, you avoid obtaining the lead, and 
your partner may hold the queen, and your ace, 
queen of trumps will then both win tricks. Should 
your partner not hold the queen, you lose nothing 
by this play, as you must make your ace, queen of 
trumps if you have not the lead, and if you retained 
the king of hearts you could not by any possibility 
win more than two tricks. 

Sometimes one holds what is called a trump too 
many ; such a case is the following. You hold ace, 
queen, and one small trump (spades), and a losing 
diamond; your partner holds the best diamond. 
The king of spades is on your right and is guarded, 
and this adversary has but two trumps. Your 
partner has no trump, and leads the ace of hearts 
If you discard your diamond on this ace of hearts, 
you must trump the best diamond, and must then 
lead up to the king of trumps, when you win only 
three tricks out of the four. If, however, you trump 
your partner’s ace of hearts, and lead the diamond, 
you again transfer the lead to your partner, and you 
make all four tricks, as the king of trumps cannot 
win. 

In order to thoroughly master these simple prob- 
lems, it is advisable to place the cards on the table 
before you, and examine such cases. They fre- 
quently occur, and are, more frequently than not, 
quite overlooked by bad players, who would think 
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it quite absurd to trump a partner’s ace, and who 
omit to notice the importance of placing the lead. 

It is by the manner in which the last four or five 
cards in a hand are played that skill in Whist is 
shown ; two and sometimes three or four tricks are 
lost by bad play, when only five or six cards remain 
in each hand. 


Tue Pray or THe Twetrru anp THIRTEENTH 
Carns. 


The play of a twelfth or a thirteenth card is one 
requiring careful consideration. A player may hold 
the twelfth card, and he may know that his partner 
does not hold the thirteenth, He may know, and 
ought to know, whether his card is the higher or 
lower of the two remaining. He ought also to 
know, from the leads and return leads, whether the 
right or left adversary holds the other card of the suit. 
A player who does not note such details would be 
better employed in a game of Beggar-my-neighbour 
than at Whist, the former game being more suited 
to his intellectual capacity. 

The least dangerous form in which the twelfth 
card can be played is when it is the better of the 
two, and when the thirteenth is in the hand of the 
adversary on the right. The most dangerous, ex- 
cept when placing the lead for a specific purpose, is 
when the twelfth card is the lower of the two, and 
the best is held by the left-hand adversary. When 
the right adversary holds the better card, to play 
the losing card affords the left-hand adversary the 
opportunity of discarding a worthless card. A trick 
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is frequently lost by the eagerness of an inexperienced 
player to play his losing twelfth card in order to 
allow his partner to make a trump. Before playing 
this twelfth card, winning cards should be played in 
order to prevent the second player getting rid of a 
loser and then trumping the winning card. For 
example, two rounds of hearts have been played, ace 
and king being out. A holds the queen of hearts 
and a losing twelfth card. Left-hand adversary holds 
small heart and small trump. When the losing 
twelfth card is played, he discards. his heart, and. is 
thus enabled to trump the queen. If the queen of 
hearts had been played first, an extra trick would 
have been won. 

The play of a thirteenth card means one of two 
things. It is either a demand on your partner to 
trump with his best trump, or it is an attempt to 
place the lead. It is for the partner to use his 
judgment as to which of these proceedings should 
be adopted. To lead a thirteenth card merely 
because, as some persons assert, they “did not know 
what else to do,” is an exhibition of feebleness of 
intelligence. 


Maxims. 


Those persons who desire to become whist-players, 
and not mere players at Whist, should bear in mind 
that Whist is a combination of well-established rules, 
which should be obeyed; of observation, which is 
usually misnamed memory ; and of reason, which is 
one of the most essential items towards becoming a 
whist-player. In order to put as little strain as 
possible on the reasoning powers, it is advisable to 
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become acquainted with certain maxims which can 
be committed to memory like proverbs, and can 
then be acted on during the game. The following 
will be found useful :— 

1. Note whether you hold a sufficient number of 
winning cards in your hand to make certain of saving 
the game. If you do, you may run risks in order 
to win it. 

2. Be very careful that you do not make a mistake 
and imagine that the game cannot be lost, when, by 
some unusual combination of cards, it may be lost. 

3. Immediately your partner leads a card, examine 
the cards of the suit in your own hand, and form a 
preliminary opinion of the strength of the suit from 
which he led. For example, your partner leads 
the six of spades; you hold ace, queen, and five. 
The second hand plays the two, you play the queen, 
fourth hand plays the seven. You thus find the 
three and four have not been played. Where are 
they? If the fourth player hold either, he is calling 
for trumps. You return the ace of spades, the then 
second player plays the ten, your partner plays the 
three, and the last player plays the eight. You ought 
now to know just as well as if you had seen it, that 
your partner led from king, knave, nine, six, four, and 
three, and started with the fourth best card. To 
take a third round of this suit would be childish, as 
one adversary would make a small trump, the other 
get rid of a worthless card, and thus show his partner 
his weak suit. 

4. If very strong in two suits, and your partner 
lead from the third suit, in which you are weak, lead 
him a trump immediately you gain the lead, although 
you hold only one or two small trumps. 
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5. Never hesitate to give your partner the chance 
of a ruff, unless he has led trumps, or has “ called.” 
To refuse to give him this chance merely because 
you are weak in trumps, is to play a losing game. 

6. At the end of a hand, consider the importance 
of placing the lead. For example, you hold the 
losing, your partner the winning, trump (clubs), 
and you hold ace, queen, ten of diamonds. Right- 
hand adversary leads a small diamond, you play 
your ten, and it wins the trick; there are other 
diamonds in your partner’s hand, the value of which 
you do not know. Lead your losing trump, and 
your partner wins this and returns a diamond, and 
you win all four tricks. If the king of diamonds be to 
your right, you would lose a trick by playing ace then 
queen of diamonds. Feeble players, however, would 
be certain to lead the ace of diamonds, hoping that 
their partner would trump the queen, and that thus 
the trumps would make separately. They give up a 
certainty for a chance, and consider it safe play to do so. 

7. Do your best to help your partner, not to play 
in opposition to him. Thus, if your partner call 
for trumps, lead him your best if you have less than 
four, your lowest if you hold four, and your fourth 
best if you hold more than four—the exception 
being when you hold the ace, which always lead to 
your partner’s call. Do not refuse to lead a trump 
to your partner’s call merely because there is a chance 
of your ruffling a suit. This is selfish play, and 
usually results in a loss, the suit you wish to trump 
not unusually being your partner’s strong suit. 

When your partner, by his discard (or otherwise), 
has declared strength in one suit and weakness in 
another, lead the best card of the suit in which he 
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has declared strength. It is a criminal act to lead 
his weak suit, unless you hold all the winning cards 
of that suit. 

It is towards the end of a hand that bad players 
display the greatest ingenuity in selecting cards, 
which, when led or played, can alone lose the game. 
Also revokes are more commonly committed by a 
player who holds only two or three cards, than they 
are when he has in his hand seven or eight cards. 
Never dash out a card, after you have won a trick, 
without examining the card that both you and your 
partner have just previously played. 

When you have the game in your hand, play as 
calmly as though you had a difficult hand to play. 
Time is rarely, if ever, saved by throwing down 
your cards. The adversaries examine these de- 
liberately as their only chance, and too often it 
is found that, had the player played in the usual 
manner, he must have won the game, but, in con- 
sequence of his cards being called, he has just missed 
winning it. 


Booxs on Wuist. 


If the reader is ambitious to become a genuine 
whist-player, the following should be studied—not 
glanced at and forgotten, but thoroughly mastered— 
and their principles systematically practised : 


A TREATISE ON SHORT WHIST. By James Clay. 

CAVENDISH ON WHIST. 

THE ART OF PRACTICAL WHIST. By Major-General 
Drayson, 

THE PHILOSOPHY OF WuHisT. By Dr. W. Pole, 

WHIST: (The Club Series), By Dr. W, Pole. 

THE PRINCIPLES AND PRACTICE OF WHIST. By 
Ernest Bergholt and Lennard Leigh (Philadelphia), 


BRIDGE. 


Tuis is a recent development of the grand old game 
of Whist. Though differing widely in many par- 
ticulars from its prototype, it is still essentially Whist, 
the innovations, while introducing a new speculative 
element, affording even larger opportunities for the 
exercise of the judgment and skill which Whist proper 
demands; and the best proof of its merit lies in the 
fact that even by the “ old stagers”” of the London 
clubs it is now generally played in preference to the 
classic game. to 

The main elements of novelty in Bridge, as dis- 
tinguished from Whist, may be classed under the 
following heads :— 

1. The manner of deciding the trump suit. 

2. Different values of tricks and honours accord- 
ing to the suit made trumps. 

3. Licence to each party in turn to double and 
re-double the normal value of tricks. 

4. The dealer playing two hands, his partner 
becoming a “ dummy.” 


Before proceeding to the Laws in detail, it should 

be premised that Bridge, like ordinary Whist, is 

layed by four persons, two against two, with the 

full pack of fifty-two cards (two such packs being 
223 
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used alternately). ‘The players cut for partners and 
for deal; the cards are shuffled, cut, and dealt in 
the usual way, thirteen to each player; but no card 
is turned up, the trump suit being named by the 
dealer, or by his partner, as hereafter explained. 

Before perusing the following general remarks, 
the reader should study the Club code of Laws, 
which will be found at the end of this chapter, and 
which contains full particulars as to naming the 
trump suit, doubling and re-doubling, revoke penalty, 
mode of reckoning up points, &c. 


Tue Score 1n AcTruaL PRACTICE. 


This is usually kept upon a scoring block, ruled 
as shown upon the following page. Each column is 
intended to receive the score of one rubber. It will 
be observed that the column is divided midway by 
a horizontal line. The portion below this is for 
recording the value of the tricks won; the portion 
above for the scoring of honours and the other sub- 
sidiary elements affecting the ultimate value of the 
rubber. 

A practical example will best illustrate the working 
of the plan. A and B, we will suppose, are playing 
against C and D. Diamonds have been declared 
to be trumps, and A and B have won in the first deal 
nine tricks. The value of each trick, when diamonds 
are trumps, being 6 points, A and B score in their 
own column, immediately below the central line, 18. 
They have also together held four honours, value in 
diamonds, 24. They accordingly mark 24 above 
the line. 

The next deal is played sans atout. C and D are 


BRIDGE SCORING BLOCK. 


NOTE.—Scoring Blocks of this 


; us pattern, but usually of larger 
size, are issued by all card-making stationers at low prices. 


P 
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the winners by two tricks, and between them hold 
three aces, The value of the two tricks is 24, which 
is scored below the line, and the value of the three 
aces 30, which is scored above the line. 

In the third deal, hearts are trumps. A and B 
win two tricks, value 16 points. This, added to 
their previous 18, makes them 32, and therefore gives 
them the game. But C and D hold three honours, 
value in hearts 16: these they score above their 
previous 30. The points are not yet added up, but 
a pencil line is drawn above and below the scores of 
both parties, to indicate that they represent a com- 
pleted game. 

In the next deal, clubs are trumps. A and B win 
the odd trick, value 4 points. They have also four 
honours (divided), value in clubs 16. 

The next hand is played sans atout. A and B 
win two tricks, value 24, but D holds four aces, 
value 100. 

In the next hand, spades are trumps, and A and 
B make the odd trick, value 2 points. This makes 
them game, giving them the rubber as well, but C 
and D hold between them four honours, value in 
spades 8, which number is accordingly placed to 
their credit. 


We are now in a position to assess the value of 
the rubber. Each column is added up. The total 
of A and B’s score is 104, while that of C and D 
is 178. But the 100 points for the rubber have 

t to be taken into consideration. These are 
accordingly added to the score of A and B, bringing 
it up to 204. From this total is deducted the 178 
standing to the credit of C and D, and the difference, 
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26, is the number of points by which A and B are 
the gainers. 

As the points at Bridge frequently run into high 
figures, it is as well to keep their individual value 
small, or a loser may find himself let in for an amount 
which he had not intended risking. 


Hints ror Pray. 


So far as the science of the game is concerned, 
the main point, in so far as it differs from Whist, is 
to be able to judge correctly what suit should be 
made trumps; whether to play without trumps; 
or, lastly, whether to pass the option to one’s partner. 
Hands are, of course, capable of almost infinite 
variety, and it is difficult to lay down rules which 
shall govern all cases. The novice may, however, 
safely take to heart the following maxims :— 

1. Holding four aces, the dealer plays sans atout, 
inasmuch as he thereby secures four certain tricks, 
besides one hundred for his aces. 

2. Holding three aces, he should do likewise, unless 
he has a strong red suit, giving assurance of a high 
score without risk, while the No-trump call involves 
dangerous weakness in one suit. In this case, the 
strong red suit should be declared. 

3. Early in the game, if he cannot safely declare 
No-trumps or a red suit, and is not exceptionally 
strong in clubs, he should pass the option to his 
partner. 

4. When the score of the dealer and his partner 
is approaching game, if the dealer can make game a 
certainty by declaring a black suit tramps, he should 
usually do so, 
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For more detailed advice as to Bridge tactics, the 
reader may be referred to two handy hittle works by 
W. Dalton, entitled Bridge at a Glance and Bridge 
Abridged, published by Messrs. De la Rue & Co. 
By the courtesy of these gentlemen, we are enabled 
to reprint the authoritative Laws of the game, as 
revised by a joint committee of the Portland and 
Turf Clubs. It will be observed that they follow 
very closely the Laws of Whist; but the special 
features of Bridge have been minutely considered 
and provided for, and a careful study of the Laws 
will form the best possible introduction to a know- 
ledge of the game. 


THE LAWS OF BRIDGE (1904). 
(Reprinted, by permission, verbatim from the Club Code.) 


Tue RupBer. 


1, The Rubber is the best of three games. If 
the first two games be won by the same players, the 
third game is not played. 


ScoRING. 


2. A game consists of thirty points obtained by 
tricks alone, exclusive of any points counted for 
Honours, Chicane, or Slam. 

3. Every hand is played out, and any points in excess 
of the thirty points necessary for the game are counted. 

4. Each trick above six counts two points when 
spades are trumps, four points when clubs are trumps, 
six points when diamonds are trumps, eight points 
when hearts are trumps, and twelve points when 
there are no trumps. 
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5. Honours consist of ace, king, queen, knave, 
and ten of the trump suit. When there are no 
trumps they consist of the four aces. 

6. Honours in trumps are thus reckoned : 

If a player and his partner conjointly hold— 


I. The five honours of the trump suit, they score for 
honours five times the value of the trump suit trick. 
II, Any four honours of the trump suit, they score for 
honours four times the value of the trump suit trick. 
III. Any three honours of the trump suit, they score for 
honours twice the value of the trump suit trick. 


If a player in his own hand holds— 


I. The five honours of the trump suit, he and his partner 
score for honours ten times the value of the trump 
suit trick. 

II, Any four honours of the trump suit, they score for 
honours eight times the value of the trump suit trick, 
In this last case, if the player’s partner holds the fifth 
honour, they also score for honours the single value 
of the trump suit trick. 


The value of the trump suit trick referred to in 
this Law is its original value, ¢.g. two points in 
spades and six points in diamonds; and the value 
of honours is in no way affected by any doubling or 
re-doubling that may take place under Laws 53 to 56. 

7. Honours, when there are no trumps, are thus 
reckoned : 

If a player and his partner conjointly hold— 


I. The four aces, they score for honours forty points. 
II, Any three aces, they score for honours thirty points, 


If a player in his own hand holds— 


The four aces, he and his partner score for bonours 
one hundred points, 
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8. Cuicane is thus reckoned : 


If a player holds no trump, he and his partner score 
for Chicane twice the value of the trump suit trick. 
The valuz of Chicane is in no way affected by any 
doubling or re-doubling that may take place under 
Laws 53 to 56. 


g. Stam is thus reckoned : 
If a player and his partner make, independently 
of any tricks taken for the revoke penalty— 


1. All thirteen tricks, they score for Grand Slam forty 
points. 

Il. Twelve tricks, they score for Little Slam twenty 
points. 


10. Honours, Chicane, and Slam are reckoned in 
the score at the end of the rubber. 

11. At the end of the rubber, the total scores for 
tricks, honours, Chicane and Slam obtained by each 
player and his partner are added up; one hundred 
points are added to the score of the winners of the 
rubber, and the difference between the two scores 
is the number of points won, or lost, by the winners 
of the rubber. 

12. If an erroneous score affecting tricks be proved, 
such mistake may be corrected prior to the con- 
clusion of the game in which it occurred, and such 
game is not concluded until the last card of the 
following deal has been dealt, or, in the case of the 
last game of the rubber, until the score has been made 
up and agreed. 

13. If an erroneous score affecting honours, Chicane, 
or Slam be proved, such mistake may be corrected 
at any time before the score of the rubber has been 
made up and agreed. 
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CurTIiNc. 


14. The ace is the lowest card. 

15. In all cases, every player must cut from the 
same pack. 

16. Should a player expose more than one card, 
he must cut again. 


ForMATION oF TABLE. 


17. If there are more than four candidates, the 
players are selected by cutting, those first in the 
room having the preference. The four who cut 
the lowest cards play first, and again cut to decide 
on partners; the two lowest play against the two 
highest ; the lowest is the dealer, who has choice 
of cards and seats, and, having once made his selec- 
tion, must abide by it. 

18. When there are more than six candidates, 
those who cut the two next lowest cards belong to 
the table, which is complete with six players; on 
the retirement of one of those six players, the candi- 
date who cut the next lowest card has a prior right 
to any after-comer to enter the table. 

19. Two players cutting cards of equal value, 
unless such cards are the two highest, cut again; 
should they be the two lowest, a fresh cut is necessary 
to’decide which of those two deals. 

20. Three players cutting cards of equal value 
cut again; should the fourth (or remaining). card 
be the highest, the two lowest of the new cut are 
partners, the lower of those two the dealer; should 
the fourth card be.the lowest, the two highest are 
partners, the original lowest the dealer. 
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Courtine Our. 


21. At the end of a rubber, should admission be 
claimed by any one, or by two candidates, he who 
has, or they who havc, played a greater number of 
consecutive rubbers than the others is, or are, out; 
but when all have played the same number, they 
must cut to decide upon the out-goers ; the highest 
are out. 


Entry AND RE-ENTRY. 


22, A candidate, whether he has played or not, 
can join a table which is not complete by declaring 
in at any time prior to any of the players having cut 
a card, either for the purpose of commencing a fresh 
rubber or of cutting out. 

23. In the formation of fresh tables, those candi- 
dates who have neither belonged to nor played at 
any other table have the prior right of entry; the 
others decide their right of admission by cutting. 

24. Any one quitting a table prior to the conclu- 
sion of a rubber may, with consent of the other 
three players, appoint a substitute in his absence 
during that rubber. 

25. A player joining one table, whilst belonging 
to another, loses his right of re-entry into the latter, 
and takes his chance of cutting in, as if he were a 
fresh candidate. 

26. If any one break up a table, the remaining 
players have the prior right to him of entry into any 
other; and should there not be sufficient vacancies 
at such other table to admit all those candidates, 
they settle their precedence by cutting. 
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SHUFFLING. 


27. The pack must neither be shuffled below the 
table, nor so that the face of any card be seen. 

28. The pack must not be shuffled during the 
play of the hand. 

29. A pack, having been played with, must neither 
be shuffled by dealing it into packets, nor across 
the table. 

30. Each player has a right to shuffle once only 
(except as provided by Law 33) prior to a deal, after 
a false cut, or when a new deal has occurred. 

31. The dealer’s partner must collect the cards 
for the ensuing deal, and has the first right to shuffle 
that pack. 

32. Each player, after shuffling, must place the 
cards, properly collected and face downwards, to 
the left of the player about to deal. 

33. The dealer has always the right to shuffle last ; 
but should a card or cards be seen during his shuffling, 
or whilst giving the pack to be cut, he may be com- 
pelled to re-shuffle. 


Tue DEat. 


34. Each player deals in his turn; the order of 
dealing goes to the left. 

35. The player on the dealer’s right cuts the 
pack, and, in dividing it, must not leave fewer than 
four cards in either packet; if im cutting, or in 
replacing one of the two packets on the other, a 
card be exposed, or if there be any confusion of the 
cards, or a doubt as to the exact place in which the 
pack was divided, there must be a fresh cut. 
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36. When a player, whose duty it is to cut, has 
once separated the pack, he cannot alter his inten- 
tion; he can neither re-shuffle nor re-cut the cards. 

37. When the pack is cut, should the dealer shuffle 
the cards, the pack must be cut again. 

38. The fifty-two cards shall be dealt face down- 
wards. The deal is not completed until the last 
card has been dealt face downwards. There is no 
inisdeal, 


A New Deat. 


39. There must be a new deal— 


I, If, during a deal, or during the play of a hand, the 
pack be proved to be incorrect or imperfect. 

Il. If any card be faced in the pack. 

I1l, Unless the cards are dealt into four packets, one at 
a time and in regular rotation, beginning at the 
player to the dealer’s left. 

IV. Should the last card not come in its regular order to 
the dealer. 

V. Should a player have more than thirteen cards, and 
any one er more of the others less than thirteen 
cards, 

VI. Should the dealer deal two cards at once, or two 
cards to the same hand, and then deal a third; 
but if, prior to dealing that card, the dealer can, by 
altering the position of one card only, rectify such 
error, he may do so. 

VII. Should the dealer omit to have the pack cut to him, 
and the adversaries discover the error prior to the 
last card being dealt, and before looking at their 
cards; but not after having done so, 


40. If, whilst dealing, a card be exposed by either 
of the dealer’s adversaries, the dealer or his partner 
may claim a new deal. A card similarly exposed by 
the dealer or his partner gives the same claim to each 
adversary. The claim may not be made by a player 
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who has looked at any of his cards. If a new deal 
does not take place, the exposed card cannot be called. 

41. If, in dealing, one of the last cards be ex- 
posed, and the dealer completes the deal before 
there is reasonable time to decide as to a fresh deal, 
the privilege is not thereby lost. 

42. If the dealer, before he has dealt fifty-one 
cards, look at any card, his adversaries have a right 
to see it, and may exact a new deal. 

43. Should three players have their right number 
of cards—the fourth have less than thirteen, and not 
discover such deficiency until he has played any of 
his cards, the deal stands good; should he have 
played, he is as answerable for any revoke he may 
have made as if the missing card or cards had been 
in his hand; he may search the other pack for it, or 
them. 

44. If a pack, during or after a rubber, be proved 
incorrect or imperfect, such proof does not alter 
any past score, game, or rubber; that hand in which 
the imperfection was detected is null and void; the 
dealer deals again. 

45. Any one dealing out of turn, or with the 
adversary’s cards, may be stopped before the last 
card is dealt, otherwise the deal stands good, and 
the game must proceed as if no mistake had been 
made. 

46. A player can neither shuffle, cut, nor deal for 
his partner without the permission of his opponents. 


DercLarinc TRUMPS. 


47. The dealer, having examined his hand, has 
the option of declaring what suit shall be trumps, 
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or whether the hand shall be played without trumps. 
If he exercise that option, he shall do so by naming 
the suit, or by saying “ No trumps.” 

48. If the dealer does not wish to exercise his 
option, he may pass it to his partner by saying “I 
leave it to you, Partner,” and his partner must there- 
upon make the necessary declaration, in the manner 
provided in the preceding Law. 

49. If the dealer’s partner make the trump de- 
claration without receiving permission from the dealer, 
the eldest hand may demand: 

I, That the declaration so made shall stand. 

II, That there shall be a new deal, 
But if any declaration as to doubling or not doubling 
shall have been made, or if a new deal is not claimed, 
the declaration wrongly made shall stand. The eldest 
hand is the player on the left of the dealer. 

50. If the dealer’s partner pass the declaration to 
the dealer, the eldest hand may demand : 

I, That there shall be a new deal. 
II, That the dealer’s partner shall himself make the 
declaration. 

51. If either of the dealer’s adversaries makes the 
declaration, the dealer may, after looking at his 
hand, either claim a fresh deal or proceed as if no 
such declaration had been made. 

52. A declaration once made cannot be altered, 
save as provided above. 


Dovuslinc AnD RE-DOUBLING. 


53. The effect of doubling and re-doubling, and 
so on, is that the value of each trick above six is 
doubled, quadrupled, and so on. 
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54. After the trump declaration has been made 
by the dealer or his partner, their adversaries have 
the right to double. The eldest hand has the first 
right. If he does not wish to double, he shall say 
to his partner, “ May I lead? ” His partner shall 
answer, “ Yes,” or “ I double.” 

55. If either of their adversaries elect to double, 
the dealer and his partner have the right to re~ 
double. The player who has declared the trump 
shall have the first right. He may say, “I re- 
double,” or “ Satisfied.” Should he say the latter, 
his partner may re-double. 

56. If the dealer or his partner elect to re-double, 
their adversaries have the right to again double. 
The original doubler has the first right. 

57. If the right-hand adversary of the dealer 
double before his partner has asked “‘ May I lead?” 
the declarer of the trump shall have the right to say 
whether or not the double shall stand. If he decide 
that the double shall stand, the process of re-doubling 
may continue as described in Laws 55, 56, 58. 

58. The process of re-doubling may be continued 
until the limit of 100 points is reached—the first 
right to continue the re-doubling on behalf of a 
partnership belonging to that player who has last 
re-doubled. Should he, however, express himself 
satisfied, the right to continue the re-doubling passes 
to his partner. Should any player re-double out of 
turn, the adversary who last doubled shall decide 
whether or not such double shall stand. If it is 
decided that the re-double shall stand, the process 
of re-doubling may continue as described in this 
and foregoing Laws (55 and 56). If any double or 
re-double out of turn be not accepted, there shall 
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be no further doubling in that hand. Any con- 
sultation between partners as to doubling or re- 
doubling will entitle the maker of the trump or the 
eldest hand, without consultation, to a new deal. 

59. If the eldest hand lead before the doubling 
be completed, his partner may re-double only with 
the consent of the adversary who last doubled; 
but such lead shall not affect the right of either 
adversary to double. 

60. When the question, “ May I lead?” has been 
answered in the affirmative, or when the player 
who has the last right to continue the doubling 
expresses himself satisfied, the play shall begin. 

61. A declaration once made cannot be altered. 


Dummy. 


62. As soon as a card is led, whether in or out of 
turn, the dealer’s partner shall place his cards face 
upwards on the table, and the duty of playing the 
cards from that hand, which is called Dummy, and 
of claiming and enforcing any penalties arising during 
the hand, shall devolve upon the dealer, unassisted 
by his partner. 

63. After exposing Dummy, the dealer’s partner 
has no part whatever in the game, except that he 
has the right to ask the dealer if he has none of the 
suit in which he may have renounced. If he call 
attention to any other incident in the play of the 
hand, in respect of which any penalty might be 
exacted, the fact that he has done so shall deprive 
the dealer of the right of exacting such penalty 
against his adversaries, 

64. If the dealer’s partner, by touching a card, or 
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otherwise, suggest the play of a card from Dummy, 
either of the adversaries may, but without consulting 
with his partner, call upon the dealer to play or not to 
play the card suggested. 

65. When the dealer draws a card, either from 
his own hand or from Dummy, such card is not 
considered as played until actually quitted. 

66. A card once played, or named by the dealer 
as to be played from his own hand or from Dummy, 
cannot be taken back, except to save a revoke. 

67. The dealer’s partner may not look over his 
adversaries’ hands, nor leave his seat for the purpose 
of watching his partner’s play. 

68. Dummy is not liable to any penalty for a revoke, 
as his adversaries see his cards. Should he revoke, 
and the error not be discovered until the trick is 
turned and quitted, the trick stands good. 

69. Dummy being blind and deaf, his partner is 
not liable to any penalty for an error whence he can 
gain no advantage. Thus, he may expose some, or 
all of his cards, without incurring any penalty. 


Exposep Carbs. 


70. If after the deal has been completed, and before 
the trump declaration has been made, either the dealer 
or his partner expose a card from his hand, the eldest 
hand may claim a new deal. 

71. If after the deal has been completed, and before 
a card is led, any player shall expose a card, his partner 
shall forfeit any right to double or re-double which 
he would otherwise have been entitled to exercise ; 
and in the case of a card being so exposed by the leader’s 
partner, the dealer may, instead of calling the card, 
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require the leader not to lead the suit of the exposed 
card. 


CaRDs LIABLE TO BE CALLED. 


72. All cards exposed by the dealer’s adversaries are 
liable to be called, and must be left face upwards on the 
table; but a card is not an exposed card when dropped 
on the floor, or elsewhere below the table. 

73. The following are exposed cards :— 

I, Two or more cards played at once. 

II, Any card dropped with its face upwards, or in any 
way exposed on or above the table, even though 
snatched up so quickly that no one can name it. 

74. If either of the dealer’s adversaries play to an 
imperfect trick the best card on the table, or lead one 
which is a winning card as against the dealer and his 
partner, and then lead again, without waiting for his 
partner to play, or play several such winning cards, 
one after the other, without waiting for his partner to 
play, the latter may be called on to win, if he can, the 
first or any other of those tricks, and the other cards 
thus improperly played are exposed cards. 

75. Should the dealer indicate that all or any of 
the remaining tricks are his, he may be required to 
place his cards face upwards on the table; but they 
are not liable to be called. 

76. If either of the dealer’s adversaries throws his 
cards on the table face upwards, such cards are ex- 
posed, and liable to be called by the dealer. 

77. lf all the players throw their cards on the 
table face upwards, the hands are abandoned, and 
the score must be left as claimed and admitted. 
The hands may be examined for the purpose of estab- 
lishing a revoke, but for no other purpose. 
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78. A card detached from the rest of the hand of 
either of the dealer’s adversaries, so as to be named, 
is liable to be called; but should the dealer name a 
wrong card, he is liable to have a suit called when first 
he or his partner have the lead, 

79. If a player, who has rendered himself liable to 
have the highest or lowest of a suit called, or to win 
or not to win a trick, fail to play as desired, though 
able to do so, or if when called on to lead one suit, 
lead another, having in his hand one or more cards 
of that suit demanded, he incurs the penalty of a 
revoke. 

80. If either of the dealer’s adversaries lead out 
of turn, the dealer may call a suit from him or his 
partner when it is next the turn of either of them 
to lead, or may call the card erroneously led, 

81. If the dealer lead out of turn, either from his 
own hand or from Dummy, he incurs no penalty ; 
but he may not rectify the error after the second hand 
has played. 

82. If any player lead out of turn, and the other 
three have followed him, the trick is complete, and 
the error cannot be rectified ; but if only the second, 
or the second and third, have played to the false lead, 
their cards, on discovery of the mistake, are taken 
back; and there is no penalty against any one, ex- 
cepting the original offender, and then only when he 
is one of the dealer’s adversaries, 

83. In no case can a player be compelled to play 
a card which would oblige him to revoke. 

84. The call of a card may be Tepeated until such 
card has been played. 

85. If a player called on to lead a suit have none 
of it, the penalty is paid. 

Q 
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CARDS PLAYED IN ERROR, OK NOT PLAYED 
To A TRICK. 


86. Should the third hand not have played, and 
the fourth play before his partner, the latter (not 
being Dummy or his partner) may be called on to 
win, or not to win, the trick. 

87. If any one (not being Dummy) omit playing 
to a former trick, and such error be not discovered 
until he has played to the next, the adversaries may 
claim a new deal; should they decide that the deal 
stand good, or should Dummy have omitted to play 
to a former trick, and such error be not discovered till 
he shall have played to the next, the surplus card at 
the end of the hand is considered to have been played 
to the imperfect trick, but does not constitute a 
revoke therein. 

88. If any one play two cards tu tne same trick, 
or mix a card with a trick to which it does not properly 
belong, and the mistake be not discovered until the 
hand is played out, he (not being Dummy) is answer- 
able for all consequent revokes he may have made. 
If, during the play of the hand, the error be detected, 
the tricks may be counted face downwards, in order 
to ascertain whether there be among them a card too 
many: should this be the case they may be searched, 
and the card restored ; the player (not being Dummy) 
is, however, liable for all revokes which he may have 
meanwhile made. 


Tur ReEvoKkE. 


89. Is when a player (other than Dummy), holding 
one or more cards of the suit led, plays a card of a 
different suit, 
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90. The penalty for a revoke— 


I. Is at the option of the adversaries, who, at the end 
of the hand, may, after consultation, either take 
three tricks from the revoking player and add them 
to their own—or deduct the value of three tricks 
from his existing score—or add the value of three 
tricks to their own score; 

II. Can be claimed for as Many revokes as occur during 
the hand; 

III. Is applicable only to the score of the game in which it 
occurs ; 

IV. Cannot be divided—i.e. a player cannot add the 
value of one or two tricks to his own score and 
deduct the value of one or two from the revoking 
player. 

V. In whatever way the penalty may be enforced, under 
no circumstances can the side revoking score Game, 
Grand Slam or Little Slam, that hand. Whatever 
their previous score may be, the side revoking cannot 
attain a higher score towards the game than twenty- 
eight. 


gt. A revoke is established, if the trick in which 
it occurs be turned and quitted—i. the hand re- 
moved from that trick after it has been turned face 
downwards on the table—or if either the revoking 
player or his partner, whether in his right turn or 
otherwise, lead or play to the following trick. 

92. A player may ask his partner whether he has 
not a card of the suit which he has renounced ; should 
the question be asked before the trick is turned and 
quitted, subsequent turning and quitting does not 
establish the revoke, and the error may be corrected, 
unless the question be answered in the negative, or 
unless the revoking player or his partner have led or 
played to the following trick. 


[NoTE.—A negative answer to the question does not in itself 
establish the revoke, apart from turning and quitting the trick, 
or some subsequent act of play,—Ep, } 
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g3. At the end of the hand, the claimants of a 
reyoke may search all the tricks. 

94. If a player discover his mistake in time to 
save a revoke, any player or players who have played 
after him may withdraw their cards and substitute 
others, and their cards withdrawn are not liable to 
be called. If the player in fault be one of the dealer’s 
adversaries, the dealer may call the card thus played 
in error, or may require him to play his highest or 
lowest card to that trick in which he has renounced. 

gs. If the player in fault be the dealer, the eldest 
hand may require him to play the highest or lowest 
card of the suit in which he has renounced, provided 
both of the dealer’s adversaries have played to the 
current trick; but this penalty cannot be exacted 
from the dealer when he is fourth in hand, nor can 
it be enforced at all from Dummy. 

96. If a revoke be claimed, and the accused player 
or his partner mix the cards before they have been 
sufficiently examined by the adversaries, the revoke 
:5 established. The mixing of the cards only ren- 
ders the proof of a revoke dificult, but does not 
prevent the claim, and possible establishment, of the 
penalty. 

g7. A revoke cannot be claimed after the cards 
have been cut for the following deal, 

98. If a revoke occur, be claimed and proved, bets 
on the odd trick, or on amount of score, must be 
decided by the actual state of the score after the 
penalty is paid. 

gg. Should the players on both sides subject them- 
selves to the penalty of one or more revokes, neither 
can win the game by that hand; each is punished 
at the discretion of his adversary. 


BRIDGE 245 


CaLiinc ror New Carps. 


too. Any player (on paying for them) before, but 
not after, the pack be cut for the deal, may call for 
fresh cards. He must call for two new packs, of 
which the dealer takes his choice. 


GENERAL Rutes. 


tor. Any one during the play of a trick, or after 
the four cards are played, and before, but not after, 
they are touched for the purpose of gathering them 
together, may demand that the cards be placed before 
their respective players. 

102. If either of the dealer’s adversaries, prior to 
his partner playing, should call attention to the trick 
—either by saying that it is his, or by naming his card, 
or, without being required so to do, by drawing it 
towards him—the dealer may require that opponent’s 
partner to play his highest or lowest of the suit then 
led, or to win or lose the trick. 

103. Should the partner of the player solely entitled 
to exact a penalty, suggest or demand the enforcement 
of it, no penalty can be enforced. 

104. In all cases where a penalty has been incurred, 
the offender is bound to give reasonable time for the 
decision of his adversaries, 

105. If a bystander make any remark which calls 
the attention of a player or players to an oversight 
affecting the score, he is liable to be called on, by 
the players only, to pay the stakes and all bets on 
that game or rubber. 

106. A bystander, by agreement among the players, 
may decide any question. 
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107. A card or cards torn or marked must be either 
replaced by agreement, or new cards called at the 
expense of the table. 

108. Once a trick is complete, turned, and quitted, 
it must not be looked at (except under Law 88) until 
the end of the hand. 


Booxs on Bripce. 


The greater number of these have come into exist- 
ence quite unnecessarily. All that the student need 
know will be found in the following :— 


BADSWoRTH.—The Laws and Principles of Bridge, 
with Cases and Decisions reviewed and explained. 
(G. P. Putnam's Sons.) 

BERGHOLT, ERNEST.—Double Dummy Bridge: [an ex- 
haustive collection of card-problems by living com- 
ee 2 (Thos. De la Rue & Co., Ld.) 

DALTON, WILLIAM.—Bridge at aGlance: an Alphabetical 
Synopsis. (Thos. De la Rue & Co., Ld.) 

—— Bridge Abridged ; or, Practical Bridge. (Do.) 

—— ‘‘Saturday” Bridge. (The West Strand Publishing 


Co., Ld.) 

Dor, JoHN.—The Bridge Manual, (Frederick Warne 
and Co,) 

cae Professor.—Bridge. (Chas. Goodall & Son, 
Ld. 


For American Views on the Game. 


ELWELL, J, B.—Bridge. — Advanced Bridge. — Practical 
Bridge. (Chas, Scribner’s Sons, New York; and 
George Newnes, Ld., London.) 

STREET, C. S.—Bridge Up to Date. Dodd, Mead & Co., 
New York. 


For Anglo-Indian Views. 


HELLESPONT.—The Laws and Principles of Bridge, (De 
la Rue, London.) 

ACE oF SPADES.—The Theory and Practice of Bridge. 
(Times of India Press, Bombay.) 

Lynx.—Bridge Topics. (W. Newman & Co., Calcutta.) 

ROBERTSON and WOLLASTON.—The Robertson Rule and 
other Bridge Axioms. (Caleutta.) 


AUCTION BRIDGE. 


A uivety offshoot from the preceding game, which has 
recently become very popular in some of the London 
Clubs. So highly is it ranked in many quarters, that 
a well-known player has given it as his opinion that 
‘in a year or two we shall only remember Bridge as 
the son of Whist and the father of Auction.” Having 
in view the strong element of gambling which the 
latter game contains, and the expectedly heavy losses 
which may be incurred by the unwary player, the 
writer opines that a good many impecunious folk are 
likely to remember it only as being connected with 
their “ uncle.” 

It is, in fact, a combination of Bridge and - Poker. 
In all that takes place after the declaration has been 
finally determined, it is pure Bridge, with an extra 
infusion of “ double dummy,”’ due to inferences from 
the course of the bidding. In the bidding itself, 
which leads up to the final declaration, the qualities 
of the Poker-player are pre-eminent—cool but rapid 
judgment, shrewd reading of character, a happy 
instinct when to “lie low” and when to “ bluff”; 
when to make a spurt forward for game, and when to 
egg the opponents on beyond the limits of discretion, 
and to leave them in the lurch! 

By the adherents of the new game—who are head 
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over ears in love with it, and are consequently blind 
to all its weak points—it is contended that the 
“ gambling ” argument brought against it is as fal- 
lacious as it was when urged against Bridge proper, 
and that, to redress the balance, it is only necessary 
to readjust the value of the points. This is not 
true. Poker is an excellent game, but no readjust- 
ment of values will ever place it on the same plane 
as games of science, because the qualities of brain and 
temperament upon which it is based are essentially 
jistinct from the qualities of analysis and combination 
such as go to the making of (say) a first-class Chess- 
player. There is, undoubtedly, a greater difference 
in kind between Auction Bridge and Bridge than there 
is between Bridge and Whist ; whether that difference 
renders Auction “inferior” or “ superior,” however, 
is a moot question which every card-player must 
decide for himself. There are many who regard the 
additional spice of hazard, not as a defect, but as a 
merit. 

The Laws of the game, which for some time were 
in a state of flux, have now been settled as authori- 
tatively as those of Bridge or Whist. It will only be 
necessary to set out verbatim those Laws which differ 
from the Laws of Bridge. As regards the remainder, 
the reader is referred to the preceding Bridge Code. 


THE LAWS OF AUCTION BRIDGE. 


(Framed by a Joint Committee of the Portland and Bath 
Clubs, 1908 ; and reprinted, by permission, so far as they differ 
from the Laws of Bridge.) 


1. As in Bridge. 
2, A game consists of thirty points obtained by 
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tricks alone, when the declarer fulfils his contract, 
which are scored below the line; exclusive of any 
points counted for Honours, Chicane, Slam, or under- 
tricks, which are scored above the line. 

3. As in Bridge. 

4. When the declarer fulfils his contract, each trick 
above six counts, &c. (as in Bridge). 

5 to 10. As in Bridge. 

11. At the end of the rubber, the total scores for 
tricks, Honours, Chicane, and Slam obtained by each 
player and his partner are added up, 250 points are 
added to the score of the winners of the rubber, and 
the difference between the two scores is the number 
of points won, or lost, by the winners of the rubber. 

12 to 46. As in Bridge. 

47. The dealer, having examined his hand, must 
declare to win at least one odd trick, either with a 
trump suit, or at “no trumps.” 

48. After the dealer has made his declaration, 
each player in turn, commencing with the player on 
the dealer’s left, has the right to pass the previous 
declaration, or to double, or re-double, or to overcall 
the previous declaration by making a call of higher 
value. A call of a greater number of tricks in a suit 
of lower value, which equals the previous call in value 
of points, shall be considered a call of higher value— 
e.g. a call of two tricks in Spades overcalls one trick 
in Clubs, or “'Two Diamonds” overcalls “One No 
Trump.” 

49. A player may overbid the previous call any 
number of times, and may also overbid his partner. 
The play of the two combined hands shall rest with 
the partners who make the final call. Where two 
partners have both made calls in the same suit, the 
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one who made the first such call shall play the hand, 
his partner becoming Dummy. 

50. When the player of the two hands (hereafter 
termed the declarer) wins the number of tricks which 
were declared, or a greater number, he scores below 
the line the full value of the tricks won (see Laws 
2 and 4). When he fails, his adversaries score, above 
the line, 50 points for each under-trick, ie. each 
trick short of the number declared; or, if the de- 
claration was doubled or re-doubled, 100 or 200 points 
tespectively for each such trick. Neither the declarer 
nor the adversaries score anything below the line for 
that hand. 

51. The loss on the declaration of “One Spade” 
shall be limited to 100 points in respect of tricks, 
whether doubled or not. 

52. If a player makes a trump declaration out of 
turn, the adversary on his left may demand a new 
deal, or may allow the declaration so made to stand, 
when the bidding shall continue as if the declaration 
had been in order. 

53. Ifa player, in bidding, fails to call a sufficient 
number of tricks to overbid the previous. declaration, 
he shall be considered to have declared the requisite 
number of tricks in the call which he has made, and 
his partner shall be debarred from making any further 
declaration, unless either of his adversaries overcall, 
or double. 

54. After the final declaration has been accepted, 
a player is not entitled to give his partner any in- 
formation as to a previous call, whether made by 
himself or by either adversary ; but a player is entitled 
to inquire, at any time during the play of the hand, 
what was the value of the final declaration. 
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55. Doubling and re-doubling affect the score 
only, and not the value in declaring—e.g. “Two 
Diamonds ” will still overcall “One No Trump,” 
although the “no trump” declaration has been 
doubled. 

56. Any declaration can be doubled, and re-doubled 
once, but not more. A player cannot double his 
partner’s call, or re-double his partner’s double, but 
he may re-double a call of his partner’s which has 
been doubled by an adversary. 

57. The act of doubling re-opens the bidding. 
When a declaration has been doubled, any player, 
including the declarer or his partner, can in his proper 
turn make a further declaration of higher value. 

58. When a player, whose declaration has been 
doubled, fulfils his contract by winning the declared 
number of tricks, he scores a bonus of 50 points above 
the line, and a further 50 points for every additional 
trick which he may make. If he, or his partner, have 
re-doubled, the bonus is doubled. 

59. If a player doubles out of turn, the adversary 
on his left may demand a new deal. 

60. When all the players have expressed them- 
selves satisfied, the play shall begin, and the player on 
the left of the declarer shall lead. 

61. A declaration once made cannot be altered, 
unless it has been overcalled or doubled. 

62. As soon as a card is led, whether in or out of 
turn, the declarer’s partner shall place his cards face 
upwards on the table, &c. (as in Bridge), 

63 to 69. As in Bridge. 

70, If, after the cards have been dealt, and before 
the trump declaration has been finally determined, 
any player exposes a card from his hand, the adversary 
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on his left may demand a new deal. If the deal is 
allowed to stand, the exposed card may be picked up, 
and cannot be called. 

71. If, after the final declaration has been accepted, 
and before a card is led, the partner of the player who 
has to lead to the first trick exposes a card from his 
hand, the declarer may, instead of calling the card, 
require the leader not to lead the suit of the exposed 
card. 

72 to 89. As in Bridge. 

go. The penalty for each revoke shall be— 

(a) When the declarer revokes, his adversaries add 150 
points to their score above the line,* in addition to 
any liability which the revoking player may have in- 
curred for failure to fulfil his contract. 

(6) When either of the adversaries revoke[s], the declarer 
may add 150 points to his score above the line,* or 
may take three tricks from his opponents and add 
them to his own. Such tricks, taken as penalty, may 
assist the declarer to fulfil his contract, but they shall 
not entitle him to score any bonus above the line, in 
the case of the declaration having been doubled or 
re-doubled. 

Under no circumstances can a side score anything, 
either above or below the line, except for Honours or 
Chicane, on a hand in which one of them has revoked. 

gi to 108. As in Bridge. 


Hints To Prayers. 
The “ One-Spade” Convention. 


In certain club circles where the game has been 
somewhat extensively played, a fixed idea has arisen 
that to be the first to make an effectual declaration 
is a positive disadvantage. Hence the “ convention ” 


* This penalty is not affected by a double, 
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has been established that (except in certain cases 
defined below) the dealer must begin with a nominal 
or fictitious call of One Spade, in order to obtain 
information from the opponents’ calls as to the con- 
tents of their hands, or to induce them to undertake 
a contract which they are unable to carry out. 

As it would never do for the dealer, under such a 
convention, to be left to play the hand at One Spade— 
which may be the very last thing that he desires— 
it is a further understanding that the dealer’s partner 
must never fail to overcall. If he has nothing better 
to say, he must call “ Two Spades,” thus re-opening 
the bidding for the dealer to make a fresh start, in 
case the opponents also “ lie low.” 

The effect of this convention, plainly, is as follows :— 

The second player (by which is meant the player on 
the dealer’s left) is quite certain that the bidding will 
come round to him again; therefore he never opens 
his mouth unless he is sure that it is to his advantage 
to do so. All that the dealer has done, therefore, is 
to shift on to his partner’s shoulders the onus of 
opening, which is disadvantageous for the double 
reason that the new opener is debarred from One 
Spade, and that the second player has been given an 
unnecessary option. 

The exceptional cases in which, under the conven- 
tion, it is agreed that the dealer shall make a genuine 
call are (1) when he has a moderate or “ guarded ” 
No-trumper, when he is to declare One No-trumps ; 
(2) when he has a strong suit to the ace, king, of 
Spades or Clubs, when he is to declare two in the 
strong suit as an invitation to partner to make a 
No-trumper. 

Now, as it is conceded that to call first under such 
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circumstances is an advantage, why give second player 
the option of enjoying the same advantage, which he 
might not otherwise have had? 

By this convention, if it be adopted, the limitation 
of loss, under Law 51, is voluntarily annulled, 


GeneraL REMARKS. 


It will be noticed that, if the player of Dummy 
fulfils his contract, his reward increases as in ordinary 
Bridge with the value of the declaration. If he fails, 
however, by the same number of tricks, he loses no 
more on a declaration of No-trumps than on a declara- 
tion of Spades, the penalty for failure being always 
100 or 50 per trick, according as the opponents have, 
or have not, doubled. Assuming that your chance of 
winning tricks is the same, it is always better to play 
a high call than a low one. Conversely, it is very 
frequently wiser to leave the opponents to play out 
a black call, which you think you can defeat, than to 
incur risk of failure yourself by overbidding. 

Do not forget that to double a call is to warn the 
opponents of their danger and to drive them to make 
another call which may not suit you so well. If 
dealer declares One No-trumps, and you, being second 
player, have eight clubs to tierce major, and you keep 
your mouth shut, and let No-trumps be played, you 
may be pretty sure of 100 above for two tricks “ under.” 
If, you double, and they make it Two Hearts and win 
the odd trick, you are 50 points to the bad. A high 
declaration (Four, or even Three, in a red suit), which 
the opponents cannot get out of, may be doubled more 
freely, though the penalty under Law 58 must be 
borne in mind. Such doubles are often advisable on 
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high-card strength in the plain suits, even when weak 
in trumps. Still more politic is what is known as a 
“ free”? double, that is, the double of a call which in 
any case will give the opponents game if they fulfil 
their contract. Conversely, a double which gives the 
opponents a game that they would not otherwise have 
secured is the worst double of all. 

The most important point of all in the game is to 
remember that, in the majority of cases, it is more 
profitable to let your opponents fail than to score 
below the line yourself. The efforts of the skilled 
player are being always directed to driving the other 
side into a contract which they cannot bring off, 
and then leaving them to play it. It is in this kind 
of strategy that the Poker-player is pre-eminent: 
to know when to “ bluff” the enemy into an indis- 
cretion, and when to avoid a similar snare set for 
oneself, are gifts of nature not to be acquired from 
a book. 

Suppose you have a strong hand, and call: Two 
No-trumps, and win the first game from love with 
four by cards, and score 30 Aces, you have won 66 
points, and have improved your chance of winning the 
250 points for the rubber. If we reckon your chance 
of the rubber as 5 to 3 on (it certainly is not more), 
it is worth about 63 points more—say 130 in all. 

This you may think a great success. But if you 
can get the opponents to overbid your Two No- 
trumps with Three Hearts, and you see that they can 
only get the odd trick, you will be better off if you 
double and let them play, even if they score 16 for 
honours. For 200 less 16 leaves you 184 points— 
and you are still 54 to the good. 

As player of Dummy, aim first at fulfilling your 
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contract. When this is accomplished, you may try 
for game. 

As player against Dummy, aim first at saving the 
game. When there is no risk of that being lost, 
devote yourself to defeating the dealer’s contract. 


LILLY BRIDGE. 


FINALITY in the Bridge family has not yet been 
reached, and, since Bridge became the father of 
Auction, a younger offspring has appeared, more 
powerful, apparently, at the Clubs and elsewhere than 
all-conquering Auction itself. 

The new variant interposes a call between Hearts 
and No-trumps, and, as there are not five suits in a 
pack of cards, an existing suit has been selected for 
coronation. The new call is Royal Spades, or, as 
they are now commonly termed, Lillies; so that a 
good Spade hand is no longer wasted at 2 a trick. 

Simultaneously with the new call, the valuation of 
the calls has been altered. No-trumps is reduced 
from 12 to 10, three tricks still sufficing for game, and 
the revaluation is, in order : 


Spades count 2a trick Hearts count 8a trick 
Clubs $, WOKS Lillies 3 on 
Diamonds ,, 7 ,, No-trumps ,, 10 ,, 


The Honours follow the value of the tricks ; four 
Honours in Diamonds=28, two in Lillies (Royal 
Spades)=18, &c. 

In all other respects, Lilly Bridge is governed by 
the laws of Auction Bridge and Bridge. 

A last variation which has been introduced affects 
the scoring again, and seems, on the whole, an im- 
provement. By this numeration, Spades count 5 a 
trick, and Clubs, Diamonds, Hearts, “ Lillies ” (Royal 
Spades) and No-trumps, 6, 7, 8, 9, 10 each respec- 
tively. 


FIVE HUNDRED, 


Tus is a game largely played in the United States 
and in Canada, but not so well known in this country 
as it deserves to be, though one variety of it has been 
played in London clubs. It is primarily and specifie 
cally a game for three players; and this is one of its 
greatest merits, for pood ed Ar games are rare, 

“Vive Hundred” has been characterised as a 
“patchwork” or “mosaic” game; but such ex- 
pressions do not do it justice, as tending to create the 
impression that it is a thing of shreds picked up here 
and there, and indifferently joined together, [1 does, 
indeed, borrow its elements from sundry older games : 
Kuchre, Loo, Nap, and Auction Bridge: but by 
combining these elements into a new and harmonious 
whole, it achieves a sum total that produces the effect 
of novelty without taxing our brains to assimilate 
unfamiliar and bizarre ideas, 

It appears to many people to contain all the merits 
of Auction Bridge without the patent defects of the 
latter—the interminable length of the rubber, the 
undefined limits of loss, and the supersession of skill 
by “ bluff.” 

In the following description, the typical form of 
the game is assumed, in which three players take part, 
each being opposed to both the others. he pack 
used is the piquet pack of thirty-two cards (cards 
below the seven being omitted) plus the Joker—thirty- 
three cards in all, 

r) 
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Those who are not Euchre-players must begin by 
familiarising themselves with the functions of the 
Joker, and with the peculiar rank and attributes of 
the Right and Left Bower. 

When there are trumps, the Joker is the master 
trump ; then follows the knave of trumps (the “ Right 
Bower ”); then the other knave of the same colour 
(the “Left Bower”); after which come the ace, 
king, queen, ten, nine, eight, seven of trumps, in 
descending order. The trump suit thus consists of 
ten cards; the plain suit of the same colour consists 
of seven only; the other two plain suits consist of 
eight each. The knaves of the latter two suits take 
their ordinary Whist and Bridge rank, between the 

ueen and the Io. 

When there are no trumps, all the cards, except the 
Joker, rank as in Whist or Bridge. The Joker remains 
the master card of the pack; if it is led, the leader 
names the suit which he elects it to represent, and the 
other players must follow suit accordingly. 

In cutting for deal, the Joker is the lowest card, 
and an ace the next higher. After which come the 
7, &c., upwards to the king. 

After shuffling and cutting, the dealer distributes . 
three rounds of three cards each to the three players, 
followed by one round of one card each. The re- 
maining three cards are laid face downwards on the 
table, and constitute the “ widow.” 

The bidding then begins. The eldest hand has the 
first right to declare how many tricks (not fewer than 
six) he will contract to win. At the same time, he 
must either name a trump suit or declare No-trumps. 
The eldest hand is not bound to bid, but may pass. 
Each successive player, in the usual Bridge order, may 
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either overbid, or may also pass. A player who has 
once “ passed” cannot subsequently bid. With this 
exception, the bidding and overbidding continue, 
until every one is content. If no player bids, the 
cards are played No-trumps, and in this case the 
“widow ” remains unappropriated, the eldest hand 
has the first lead, and each player scores 10 points for 
each trick that he may make. 

When the bidding, if any, is completed, the player 
who bid the highest,—thenceforward known as “ the 
bidder,”’—has the first lead. 

The bidder, before playing, takes the “widow ” 
into his own hand, and then discards any three cards 
out of the thirteen. These rejected cards are to be 
laid face downwards on the table, and may not be 
inspected by any one. There are penalties for dis- 
carding too many or too few cards, and for illegally 
looking at the discard. 

The value of any bid depends, as in Auction Bridge, 
partly on the number of tricks contracted for, and 
partly on the declaration as to trumps. The best 
and most modern schedule (known as the ‘“ Avon- 
dale ”’) is as follows :— 


Bids 3 7 g 9 to 
Tricks | Tricks | Tricks | Tricks | Tricks 

In Spades . 40 140 240 340 440 

ImClubs! 2 60 160 260 360 Lagéé 

In Diamonds 80 180 280 380 480 

‘Tn Henke E -r60 200 300 400 500 


In No-trumps| 120 220 320 420 520 
! - 
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The scale is uniform, and easy to remember. The 
numbers increase downwards by 20 at a time, and 
horizontally by 100 at a time. It will be noticed 
that no two bids are numerically equal. 

There are certain restrictions on the power of the 
Joker in the case of No-trumps. The leader of it 
cannot nominate it to be of a suit in which he has 
previously renounced ; and if he plays it (not being 
the leader) to the lead of a suit in which he has 
previously renounced, it has no winning value. 

When there are trumps, the Joker and both Bowers 
form part of the trump suit in the order of precedence 
already explained. 

If the bidder fulfils his contract, or makes any 
greater number of tricks fewer than ten, he scores 
the number of points set out in the above table, but 
no more. If he wins all the ten tricks, he scores a 
minimum of 250; but if his bid be worth more than 
250, he scores nothing extra. Should he fail in his 
contract, the value of his bid is set down in his minus 
column, and has to be deducted from his past or 
future plus score. In every case, each opponent of 
the bidder scores 10 points for every trick that 
he wins. 

The winner of the game is he who first scores 500 
points (hence the title of the game). If two players 
score more than 500 each in the same deal, one of 
them being the bidder, the latter is the winner. If 
neither is the bidder, he who first makes the trick that 
brings his score over 500 is the winner. 

Each player keeps his score in three columns, one 
for plus points (headed “ Won ”), one for minus 
points (headed “ Losr”), and the third for the net 
total. 
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Revoxgs, 


The American rule is as follows :— 

“Upon the revoke being claimed and proved, the 
hands shall be immediately abandoned. If it is an 
adversary of the bidder who has revoked, the bidder 
scores the full amount of his bid, while the side in 
error scores nothing.” 

Professor Hoffmann’s rule is as follows :— 

“Tf the bidder be the offender, he shall be set back 
the amount of his bid [z.e. the amount shall be scored 
in his minus column], each of the opponents scoring 
as usual for any trick or tricks he may have made, 
including any which, but for the revoke, would have 
fallen to him. 

‘If one of the opponents be the offender, the cards 
of the trick in which the revoke occurred, and of 
any subsequent trick, shall be taken back by their 
respective holders, and the hand played anew from 
that point. The bidder and the opponent not in 
fault shall each score according to the result of the 
play, but the offender can score nothing for that hand, 
and shall further be set back 100 points.” 

If a player finds that he holds the Joker, two knaves 
of the same colour, and any two other cards of the 
same suit as one of the knaves, he has four tricks 
certain, by declaring the three-suit trumps, unless all 
the other five trumps be in the same hand. Should 
he hold two more tricks in the side suits, he will be 
quite justified in bidding six. 

The chances of getting another trump, by taking 
in the “ widow,” are an important element in arriving 
at sound decisions. The odds evidently vary with 
the number of trumps already held by the player. 
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The following figures should be carefully borne in 
mind : 

If a player holds four trumps, it is 8 to 5 on his 
finding one more at least in the “ widow.” 

If he holds five trumps, the odds are only 7 to 6 
in favour. 

If he has six, he must not reckon on getting another, 
the odds being 6 to 5 against. 


Boox on Five Hunprep. 


HoFFMANN, PROFESSOR.—Five Hundred: the popular 
American Card Game, Goodall & Son, Ld. 


QUINTO. 


Tuis game is the invention of Professor Hoffmann. 
It has achieved immediate popularity in circles where 
it has been experimentally introduced, and it has 
been thought that it may even be destined to sup- 
plant Bridge. Waiving discussion, however, of the 
question whether Bridge is on the point of immediate 
deposition from its throne, no impartial person would 
deny that games could be devised that might run it 
very close, and bid fair to imperil its popularity. To 
invent such a game Professor Hoffmann, with his 
long and close experience of social pastimes of every 
kind, is exceptionally well qualified; and, whether 
or no we shall all leave off being Bridge-players and 
become Quinto-players, there is no denying that in 
the latter game there are several new and interesting 
elements, that it carefully avoids the fatal error of 
excessive complexity—the ruin of “Vint” and 
“ Skat,” for instance—and that it is compounded of 
skill and chance in very happy proportions. 

It is a game of two partners against two, as at 
Bridge and Whist. The pack, however, consists of 
fifty-three cards instead of fifty-two. The place of 
the extra card (five “ crowns ”—known as “ Quint 
Royal ”) which is included by Messrs. Goodall & Son 
in their “ Quinto ” packs can be supplied equally well 
by the “ Joker,” which all ordinary packs now con- 


tain. Similarly, the score-sheets (which resemble 
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those of Bridge, except that no horizontal division is 
necessary) may be dispensed with, and their place 
supplied by ordinary paper and pencil, or by an 
ordinary cribbage-board. 

After settling partners and deal in the usual way, the 
cards are shuffled and cut, and the dealer then lays 
aside the five top cards, face downwards, to form 
what is known as the “cachette.” The remaining 
forty-eight cards are dealt out as at Whist, so that 
each hand contains twelve cards; but no trump 
card is turned up. 

The players in rotation, commencing with the eldest 
hand, have then the option of once doubling the value 
of each trick, and of once re-doubling an opponent’s 
double. The option passes round the table once only, 
and does not affect the value of the “ quints,” as 
defined below. 

The normal value of each trick, reckoned irrespec- 
tive of its contents, and counting to the side which 
Wins it, is five points. Each side scores the number 
of tricks that it actually wins. If A B win 11 tricks, 
and Y Z 2, A B score 55, and Y Z 10. These values 
may, however, be doubled or quadrupled before the 
play begins, as previously explained. The winners 
of the twelfth trick take the “cachette,” which itself 
counts as an extra trick. Thus the winning of the 
twelfth trick bears a double value. 

So far as regards “ trick” scoring. The “ honours ” 
are known as “ Quints,” and are (1) The five of any 
suit, a fifth “ honour ” being the “ Joker ” or “ Quint 
Royal”; (2) An ace and four, or a deuce and trey, 
of the same suit, falling to the same trick. “ Quints ” 
count not to the side to which they are originally 
dealt, but to the side that wins the trick containing 
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them. They are marked as they occur in course 
of play, according to the following scale: Quint 
Royal, 25; Quint in Hearts, 20; in Diamonds, 15 ; 
in Clubs, 10; in Spades, 5. The contents of the 
“cachette” (if of any value) are similarly scored 
by the side that takes it. 

The play of Quint Royal is peculiar. It has no 
trick-taking value at all, and can be scored by the 
holder only if he can throw it on a trick won by his 
partner. This he is always allowed to do, whether 
he holds one of the suit led or not. 

With the preceding exception, every player, having 
one of the suit led, must follow. If he has not, he 
may trump or over-trump. No selection is made of 
any particular suit for trumps, but for trumping 
purposes the suits ascend in power, in Bridge order, 
from spades to hearts. Thus any spade may be 
trumped by the deuce of clubs, which may be over- 
trumped by any other club or by the deuce of diamonds 
—and so on up to the one card, the ace of hearts, 
which is a winner against all the rest. 

Game is 250 up. A distinction between quints 
and tricks is that the former are marked up as they 
occur in course of play, and that, as soon as the scoring 
of them brings either side up to or beyond 250, that 
game is at an end, and the rest of the hand is aban- 
doned. The value of the “ cachette ” may make the 
winners of it game; if so, the tricks are not counted. 
If neither side is 250 up after counting all quints, the 
value of the tricks won is added in. Should such 
addition bring both parties beyond 250, the higher of 
the two totals wins. Those who first win two games 
win the rubber, and score 100 points extra therefor. 

There is another method of scoring—by “ single,” 
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“ double,” and “ treble ” games—but the former way 
has been preferred wherever the writer has seen the 
game played. 

Before Quint Royal has been played, a player who 
does not hold it should be always on the alert to give 
his partner the chance of making it. The original 
leader, therefore (not holding Quint Royal himself), 
is always expected to start with the ace of spades, 
if he has it. If not, with the ace of clubs. The ace 
of hearts is certainly, and the ace of diamonds pro- 
bably, too valuable to be led out in this way. 

The establishment of a black suit is obviously a 
hopeless task, for both red suits cannot be got out of 
the way. Hearts, however, may sometimes be ex- 
tracted for the benefit of a good long suit of diamonds. 


Dummy (or Turee-Hanpep) Quinro. 


In the case of three players only, one plays a Dummy 
hand in combination with his own. This being a very 
decided advantage, the Dummy-player is handicapped 
25, that number of points being scored to his oppo- 
nents’ credit before the game begins. Rubbers are 
not played, each game being settled for separately, 
and the three players take Dummy in rotation, game 
by game. The partner of Dummy always takes first 
deal of each game. When either of Dummy’s oppo- 
nents deals, the Dummy-player must look first at 
the hand from which he has to lead, and must double 
or re-double from his knowledge of that one hand 
only. 


Boox on QuinTo. 


HOFFMANN, PROFESSOR.—Quinto: A new and original 
card game. Goodall & Son, Ld, 


POKER PATIENCE. 


Tu1s game, which has recently come into favour 
among card-players, consists essentially of the task 
of laying out twenty-five cards face upwards on the 
table, in five rows of five cards each. A full whist 
pack of 52 cards is shuffled and cut, and the cards are 
dealt by the player, one by one, in order from the top. 

Each card, after the first, must be laid down, as 
it is dealt, next to one already on the table, either 
vertically, horizontally, or diagonally. That is to 
say, it must be placed immediately above, or below ; 
to the right, or to the left; or corner to corner, 
The resultant oblong is considered as comprising ten 
Poker hands (of five cards each), five hands being 
reckoned horizontally (which we will call the rows) 
and five vertically (which we will call the columns). 
The object is to lay out the cards so that the aggre- 
gate total score of the ten Poker hands shall be as 
large as possible. ‘The score-table is as follows (for 
definition of terms, see page 124) :— 


Sircaight HUuSaeme sme si weus S0u| cL breesits: Von vetieie sane ean O 
Fours . penton emis LO: |e ush ire rire ol 
Straight emote e120] Lk WOUDAirS cares 6 001-5) 3 
Pulls, Cee eewes .XOt| One pair Metts, xe. f6dks I 


(It will be noticed that the relative values differ 
from those in Poker proper.) 
267 


268 POKER PATIENCE 


The game may be played by two or more players, 
each against all. Each player is provided with a 
separate pack. One is appointed dealer; his pack is 
shuffled and cut in the ordinary way. The packs of 
the other players should, for convenience, be sorted 
out previously into suits. As a card is dealt, the 
dealer names it aloud ; each of the other players then 
selects the same card from his own pack. Every one 
uses his own judgment as to the laying-out of the 
cards; and when the twenty-five are all played, and 
the tableaux are complete, the total scored by each 
player is added up, and the losers pay the winners on 
an agreed scale. 

Supposing five players have scored as follows :— 

A, 87; B, 81; C, 78; D, 78; E, 65. Avis paid 
6; 9, 9, 22 points by B, C, D, E respectively. B is 
paid 3, 3, 16 points by C, D, E respectively. C 
and D are each paid 13 points by E. Thus A, B, 
C, D win 46, 16, 1, I points respectively; and E 
loses 64. 

Or we may proceed by adding all the scores together 
(making 389), multiplying each player’s score by 5 
(the number of players), and paying for the differences, 
above or below the total. If we multiply each 
player’s total, as given above, by 5, we get A, 435; 
B, 405; C arid D, 390; E, 325. The differences 
(by excess or defect) between these and 389 give the 
same result as before. 


SERPENT PoKker PATIENCE, 


This is a “ problem ” variety of the above game in- 
troduced by Ernest Bergholt. In the preceding game. 
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the cards are dealt “ blind”—that is to say, when 
we lay down any given card, we are in ignorance of 
those that are to follow. 

In “ Serpent Poker Patience,” the twenty-five cards 
are dealt, in fixed order, face upwards, and are all 
known to the player before he begins to lay them out. 
This is a pastime for one player only. 

If there were no limitation of the rule for laying 
out the cards, the analysis would be too compli- 
cated to be practicable; hence the added restric- 
tion, which forbids the corner to corner contact, and 
enjoins that each card must be laid vertically or hort- 
zontally next to the one last played. We have, in 
fact, to make a “rook’s path” on a chess-board 
of twenty-five squares, beginning and ending where 
we please. 

While analysis is thus simplified, there still remains 
considerable scope for variation in the total score 
obtained. The art of play often consists in the 
sacrifice of valuable combinations in order to obtain 
others which, in the aggregate, will count a higher 
number of points; and curious results may thus be 
sometimes exhibited. I give the following by way of 
illustration: it is not difficult. 

The twenty-five cards are dealt in the order 
specified :-— 

D6. S.5- €0+D.0;— H.Q;-H.16;4C.10, 1.6, 
C.3, H.J, H. ace, H.5, H.8, H.K, $.Q, H.4, C2, 
D.2, H.7, S.J, $.3, H.3, D.3, §.6, H.2. 

What.ts the highest score that can be made by laying 
out the above cards in serpentine order ? 

A few trials will suggest the following arrangement, 
with two straight flushes, intersecting in the ace of 
hearts, whereby a total of 78 may be secured :— 
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Bes si asa Crs eH6) | (Coro 


H.K| H.A| H.J | H.Q| H.xo 


S.Q | H4] C2 /1D.Q/ CQ 


S265] sl, 2) yan] era eS. 6 


Dees Cele Shee shift) Oye 


The rows count a straight flush (30), threes (6), a 
pair (1), threes (6); the columns count a straight 
flush (30), two pairs (3), pair (1), pair (1). Total, 78. 

But the correct solution is as follows (abandoning 
one of the straight flushes) :— 


FSH, 5 "| (C.3)4|H-6n Cero 


H.K/} H.A| H.J | H.Q | H.10 


SQ] SJ | S.3 | D.Q} C.0 


H.4 | H.z| H.3] D6] Ss 


C2 | Des |7D:3 |) S/6 || 5H.2 


The rows count a straight flush (30), threes (6), a 
straight (12), threes (6). The columns count fours 
(16), full hand (10), ‘pair (1), Total, 81. 


BACKGAMMON. 


Backcammon is played by two persons, on a speciai 
“board” with thirty “men,” fifteen white and 
fifteen black (or red), similar to those used for the 


FIG. 1. 


game of Draughts. The board (see Fig. 1) is square, 
usually of wood, lined with leather, and is divided 
into two equal compartments, each with a raised 
wall or border. It is usually made in two portions, 
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hinged so as to fold together, and bearing on their 
outward surfaces the necessary squares for draughts 
or chess, so that the one board may answer both 
purposes. 

The board is so placed in use that the two com. 
partments, known as “tables,” shall lie longitudinally 
between the players. One of these is known as the 
“outer,” the other as the “inner” or “home” 
table. Which of the two is for the time being the 
inner and which the outer table is governed by the 
arrangement of the men at starting. With the men 
placed as in Fig. 1, the right hand is the inner or 
home table, and the left hand consequently the 
outer table. The portions of the two latter nearest 
to each player are known as Ais inner and outer 
tables respectively. 

Each table is marked with twelve “ points,” six 
at either end, They are alternately of black and 
white, black and red, or other distinctive colours. 
The two points in the inner table farthest from the 
dividing partition or “bar” are known as the “ace” 
points, and those next in order as the two or “deuce” 
points, followed in succession by the three or “trois” 
points, the four or “quatre” points, the five or 
“ cinque ” points, and finally the “six” * points, next 
the bar. The points in the outer tables are desig- 
nated in like manner, but starting in this case from 
the dividing partition. The ace point in the outer 
table is more commonly known as the “ bar” point. 

A pair of dice (or sometimes a pair for each 
player) and a couple of dice-boxes complete the 
apparatus of the game. 

The men are arranged at starting as shown in 

* Pronounced tray, dater, sank, and sise, respectively, 
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Fig. 1—viz., two of White’s men are placed on the 
ace point in Black’s inner table, five are placed on 
the six point in Black’s outer table, three on the 
deuce point in White’s outer table, and five on the 
six point in White’s inner table. Black’s men are 
placed in like manner on the points immediately 
facing these. 


PLayinec. 


The game is commenced by each player throw- 
ing on the centre of the board a single die, the 
higher throw of the two giving the right to begin. 
In the event of a tie, the players throw again, All 
subsequent throws are with both dice, 

The thrower of the higher number may either 
adopt the points shown by the two dice as his own 
throw, or throw again. After throwing, he calls 
the number of the throw, the higher number first, 
as “six deuce,” “cinque trois,” “quatre ace,” or as 
the case may be, and then proceeds to make his 
move in accordance with it. The movement of 
the men of each player is from the ace point in his 
opponent’s home table towards the like point in his 
own, though for many purposes it suffices if he can 
play them into his own table, independently of 
their reaching any particular point therein, the 
object of the game being first to get all the player’s 
men into his own inner table, and then to play them 
out of it again, according to certain rules to be 
hereafter stated. The number uppermost on each 
die entitles the player to move one man torward a 
corresponding number of points. Thus if he threw 
“six trois,” he is entitled to move one man six 
points onward, and then the same or another man 

Ss) 
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three points onward. In the event of his throw- 
ing the same points with both dice (known as 
“doublets ”), he is entitled to play the throw twice 
over. Suppose, for example, that he throws two 
aces ; he may move one or more men forward to an 
aggregate extent of four points. If he throw double 
deuces, he may move toan aggregate extent of eight 
points; if double threes, twelve points, and so on, 

The right to move is subject to a certain quali- 
fication—viz,, that a man can only be played toa 
point which is either vacant or occupied by one or 
more men of the player, or by one man only of the 
adversary. A player getting two men on a given 
point is said to “make” such point, and as he 
thereby secures such men from capture, and at the 
same time impedes the onward march of the enemy, 
it is always an object to do this. A single man on 
a given point is known as a “blot,” and not only 
does not prevent the enemy playing to that point, 
but in the event of its being “ hit”—1.¢., reached by 
an adverse throw, it is “‘taken up” (placed on the 
bar between the two tables), and, however far ad- 
vanced it may have been, has to begin its journey 
anew from the inner table of the adversary. Nor 
can such man again start on its journey until its 
owner is fortunate enough to make a throw corre- 
sponding with a vacant point or blot in such table. 
Until he does this, the play of his other men is 
suspended. If the adverse players home table is 
completely full—i.¢., each point occupied by two or 
more men, his play is altogether suspended, the 
adversary continuing to throw and move until the 
course of play again throws open one or more points 
ia his table. 
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Any part of a throw which cannot be played is 
lost to the thrower, but every player is compelled 
to play the whole of his throw if it is possible to 
do so. 

BEARING OFF THE Men, 


When either player has succeeded in getting all 
his men into his home table, he proceeds to “bear 
them off”—i.e., to remove them from the board. 
When the game has reached this stage, each throw 
entitles the player cither to move forward a man or 


Fic. 2, 


men (to the extent indicated by the throw) within 
the limits of his own table, or to remove men from 
the corresponding points. Thus, suppose that the 
player’s men are thus distributed in his table: five 
men on the cinque point, three on the quatre 
point, three on the deuce, and four on the ace point, 
the trois and six points being unoccupied (see Fig. 2). 
Suppose that the player throws “ quatre trois.” For 
the quatre, he may either remove a man from the 
quatre point or advance a man from the “cinque ” 
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to the “ace” point. In the case of the trois, he 
has no man on that point, and therefore must play 
forward, either by advancing a man from the cinque 
to the deuce, or from the quatre to the ace point. 
If, however, he throws a number which he cannot 
deal with after either of these fashions—e.g., a six, 
he is entitled to bear off a man from his highest 
occupied point, in this case the cinque. 

Doublets have, as in the earlier stage of the game, 
a twofold value, and may be played either wholly 
by moving men forward, wholly by bearing off, or 
partly by the one method and partly by the other, 
as may be desirable. Suppose, for instance, that 
the player, having his men as shown in the figure, 
throws deuces ; having only three men on the deuce 
point, he can only bear off that number ; the fourth 
man must be played forward, either from the cinque 
or quatre point. 


The player who first succeeds in removing all 
his men from the board wins the game, but the 
value of the game depends upon the stage reached 
by the adverse player, as follows :— 

If the adversary has got all his men into his 
own home table, and has begun to bear off, the 
game of the winner is known as a “ hit.” 

If the winner has borne off all his men before 
his adversary has begun to do the same, the game 
is known as a “gammon.” The loser is said to 
be ‘‘gammoned,” and pays double the agreed stale, 

If the winner has borne off all his men while the 
adversary has still a man or men “up” (i.¢, on 
the bar) or in his (the winner’s) home table, the 
game is a “backgammon,” and the loser pays 
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either thrice or four times (as may have been agreed) 
the amount of the single stake. 


Where several games are played in succession, 
the winner of a “ hit” throws first in the game next 
following. After a gammon or backgammon, the 
players throw again for the right to begin, as at 
starting. 


Hints ror Puay. 


A leading principle is to “make points” when- 
ever you fairly can, especially in or close to your 
home table. A second general principle is to avoid 
the leaving of “blots,” particularly where they are 
likely to be “hit” by the adversary.* This latter 
principle is, however, subject to many qualifications. 
The advantages of spreading your men, in readiness 
to make points, may more than counterbalance the 
risk, and in certain critical conditions of the game 
it is Sometimes even desirable to be “hit,” inasmuch 
as it enables you to make a fresh start from your 
adversary’s home table, and so get the opportunity 
in turn of taking 4im up. 

At the opening of a game the men on both sides 
are in a uniform position, and it is, consequently, 
possible to lay down specific rules as to the best 
method of playing any given throw. We will go 
seriatim through all the possible throws. In some 
instances alternative methods will be given, accord- 
ing as the player aims merely at securing a hit, and 
is content, therefore, to play for safety, or elects to 


® This applies more particularly towards the close of the 
game, The leaving of a blot at the outset, when five out of six 
of the points in the adversary’s table are still open, is a com 
paratively unimportant matter. 
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play a more risky game upon the chance of securing 
_agammon. This case often arises where the player 
has already lost the first hit of a rubber, in which 
case, if he loses the next game, he has lost the rubber 
also; but if he can secure a gammon (reckoning as 
a double game), he becomes the winner of the 
rubber. 

Aces.—(The best possible throw at starting.) Play 
two men on your “bar” point, and two on your 
cinque point.* 

Deuce Acz.—For a hit, play the deuce from the 
five men in your adversary’s outer-table, and the 
ace from the ace point in his inner table. Fora 
gammon, play the ace from the six to the ace 
point in your own table. 

Deruces.—For a hit, play two from the six to the 
quatre point in your own table, and the other two 
from the ace to the trois point in your opponent’s 
inner table. For a gammon, play the second pair 
from the five men in his outer table. 

Trois Acz.—Make your cinque point. 

Trois Deuce.—The approved play is to carry two 
men from the five in your adversary’s outer table to 
the quatre and cinque points in your own outer 
table. This, of course, makes two blots. To avoid 
this, some, for a hit, play one man from the same 


* This leaves a blot on the deuce point in your outer table, 
but this is a trifling disadvantage as compared with the gain 
of at once securing four points side by side. There are only 
three throws, six ace, cinque deuce, and quatre trois, that will 
enable the adversary to hit the blot; and your next throw will 
in all probability enable you to place it beyond the reach of 
danger, either by playing another man on the same point, or by 
transferring the solitary man to one of the points already 
made. 
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point to the deuce point in the above-mentioned 
table, but the bolder play is to be preferred. 

Dougie Trots.—There are three ways of playing 
this throw. Some players make the bar point. The 
more usual play is, for a hit, to play two to the 
cinque point in the player’s own, and the other two 
to the quatre point in the adversary’s table. For 
a gammon, play the last two from the six to the 
trois point in your own table. 

Quarre Ace.—Play the quatre from the five men 
in your opponent’s outer table, and the ace from 
his ace point. (Timid players, fearing to leave two 
blots, sometimes play the whole throw from the 
first-mentioned point, but the plan is not to be 
recommended.) 

Quarre Deuce.—Make your quatre point. 

Quarre Trois.—Play two men from the five in 
your adversary’s outer table. 

Douste Quarre.—Play two men from the ace to 
the cinque point in the adversary’s inner table, and 
two from the five in his outer table. For a gammon, 
play two men only, from the point last mentioned 
to the cinque point in your own table. 

Cinque Acr.—Play the cinque from the five men 
in your adversary’s outer table, and the ace from the 
ace point in his inner table. For a gammon, play 
the ace from the six to the cinque point in your 
own table. 

Cinque Devce.—Play both men from the five in 
your adversary’s outer table. 

Cinque Trois.—Make your trois point. 

Cinque Quatre.—Move one man from your ad- 
versary’s ace point to the trois point in his outer 


table. 
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Dovuste Cingue.—Carry two men from the five 
in the adversary’s outer table, and make your trois 
point. 

Six Acz.—Make your bar point. 

Six Deuce.—Move a man from the five in your 
adversary’s outer table to the cinque point in your 
own table. 

Six Trois, Six Quatre, Six Cinque.—Carry one 
man from your adversary’s ace point as far as the 
throw will permit. 

Sixes.—Place two men on your adversary’s bar 
point, and two on your own. 


Of the above throws (at the outset of the game), 
double aces are reckoned the best, and double sixes 
next best. Double trois comes third, followed by 
trois ace and six ace. Doublets, if playable, are good, 
as covering greater distance. 

Any throw in which the higher of the two 
numbers is two in advance of the other (as cinque 
trois, trois ace) is also good, as enabling you to 
make a point in your table.* 


* For further information as to the game and its chanees, 
see the article on Backgammon in The Book of Card and Table 
Games (Routledge), of which the present paper is an abridg- 
ment, 


BAGATELLE. 


BacaTe.te is played with nine ivory balls on a 
special table or board, oblong in shape, from 6 to 


e 


@ 2 


Fic. 1.—Arrangement of the Holes. 


1o ft, long, and in width about one-fourth of its 
length, as shown in Fig. 2. At that end of the 
board which in use is farthest from the player are 
sunk nine hemispherical holes or cups, one as a 
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Each 


centre, with the others in a circle round it. 
hole bears a number, as shown in Fig. 1. 


Fic. 3.—Playing off the Cushion, 


FIG. 2,—Bagatelle Board. 


,and 
balls, 


y correspond with it, 


Of the nine balls one is black, four are white 
four are red. Whatever the diameter of the 


that of the cups must exactl 
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The sides of the board are furnished with a con- 
tinuous cushion, such cushion at the upper end 
forming a semi-circle, concentric with 
the circle made by the cups. The 
upper edge of each side of the board 
is pierced with a double row of small 
holes, sixty in each row, arranged in 
groups of five. The score is marked 
by inserting little ivory pegs in these 
holes, each player using one side of the 
board. To score the number obtained, 
the player removes his hinder peg for 
the time being, and places it the required 
number of holes in front of the fore- 
most peg. 

The balls are propelled, at the option 
of the player, either with a cue (Fig. 4) 
or with the mace (Fig. 5). The cue is 
a reproduction in miniature of that used 
at Billiards. The mace consists of an 
oblong “shoe,” or block of wood, slightly 
curved, attached to a long thin tapering 
handle. 

The cue is used as at Billiards. The 
mace is handled in a different manner. 
The shoe at its foot is placed in actual 
contact with the ball, the handle point- 
ing over the right shoulder of the player. 
grasped, about one-third from the top, 
between the thumb and second and 
third fingers of the right hand. The ball is then 
pushed forward in the desired direction. At best 
the mace is but a clumsy implement, and would 
never be used by any one who had acquired 


“EPIC. 2The Cue. go 
Fic. 5.—The Mace. 
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even the most elementary skill in handling the 
cue. 

At starting, the black ball is placed on the spot 
marked a (Fig. 2). The player, taking the remain- 
ing balls, places one of them on the spot marked 4, 
and impels it in the direction of the black ball. If 
he hits this latter, the stroke is good, and he plays 
another ball, continuing till the whole eight have 
been played. If, however, the first ball played miss 
the black, it is removed from the table (whether it 
fall into a hole or not), and is lost to the player for 
that turn, as also any succeeding ball until the black 
ball is hit, after which the obligation to strike it 
ceases. If any ball is so struck as to be driven back 
towards the player more than half-way down the 
board, it is in like manner removed. After the 
black ball is once struck, the player is no longer 
obliged to place his own ball on the spot 4, but may 
place it at any point behind such spot. He con- 
tinues till the whole of the eight balls have been 
played. 

The object of the player is to “hole” as many of 
his balls as possible, preferably in the cups bearing 
the higher numbers. The black ball counts double, 
and a good player will, therefore, endeavour to get 
this into the centre hole. This, however, is some- 
what difficult, for, if struck directly towards the 9, 
it must pass over the 1, and is very likely to hole 
itself therein. It is, therefore, safer play to strike 
it lightly on the right side, and so drive it towards 
the 8, into which it may probably be coaxed by a 
subsequent ball. When the black ball has found a 
resting-place, the efforts of the player are directed 
to place his remaining balls to the best advantage, 
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The approved methods of play for doing this, as to 
holes 4, 5, 6, 7, 8, 9, are indicated by the dotted 
lines in Fig. 3, the ball being so struck as to go “ oft 
the cushion ” into the desired hole. The best mode 
of playing a given ball will, however, be greatly 
governed by the positions occupied by preceding 
balls. 

It frequently happens that a number of balls lie 
at distances less than their own diameter from the 
semicircular cushion at top. In such case, a ball 
sent slowly round the cushion will strike them ail 
in succession, and, driving them towards the centre, 
may hole one or more of them. If, on the other 
hand, the balls in question are more than their own 
diameter from the cushion, the ball sent in pursuit 
of them will run harmlessly round, and very pro- 
bably be lost by overpassing the half-way tine. Or, 
again, the balls may be lying close under the cushion, 
and the impact of the ball in play may simply drive 
them further round. 

It frequently happens that a ball lies just on the 
brink of a hole, and that a discreet touch in the 
right place will cause it to drop therein, For such 
strokes as these the instructions given for securing 
winning hazards at Billiards may be studied with 
advantage. 


The game is usually 120 points—#.é., up and down 
the board. This number, is, however, not absolute, 
the player who first reaches it continuing to play 
until the whole of his eight balls are exhausted, and 
scoring the whole number obtained. If he be the 
second player, the game is then at an end, but if he 
was the first to play, the second player is entitled to 
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play his eight balls also, and the player attaining 
the larger total is the winner, 

If, when the game is won, the loser has not turned 
the corner—i.e., begun to score on the downward 
journey, the game is a “double,” and if there was 
any stake, the loser pays double accordingly, 

Where four persons take part, two play as partners 
against the two others, one of each side playing 
alternately the whole of the eight balls.* 


* For a description of other forms of the game, see The 
Book of Card and Table Games (Routledge), 


BILLIARDS. 


Tue best introduction to an account of Billiards will 
be a brief explanation of the implements of the game 
and the terms used in connection with it. 

The bed of a full-sized table (see Fig. 1) is 12 ft. 
long, and 6 ft. 14 inches wide. The pockets are 
38 inches across. The billiard spot, S, is 12$ inches 
from the centre of the top cushion, opposite to the 
baulk. The pyramid spot, P, is placed at the inter- 
section of two lines drawn from the two middle 
pockets to the opposite top pockets. The centre 
spot, M, is exactly between the middle pockets. 
The “baulk ” is the space behind a line drawn 
across the table, 29 inches from the face of the 
bottom cushion, and parallel to it. The “ half- 
circle,” or “ D,” is 23 inches in diameter, its centre, 
K, coinciding with the centre of the baulk-line. 

The game is played with three balls of equal size 
and weight, one red, one white, and one spot-whtte. 
The diameter of a ball must be not less than 2,7, inches, 
nor more than 2,2; inches. The diameter of a match 
ball, under National Rules, is 23% inches. 


The choice of balis and order of play is, unless 
mutually agreed upon, determined by “stringing ” 
(25 playing from baulk up the table, so as to strike 
the top cushion), The striker whose ball stone 


Fic, 1. 
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nearest the lower cushion may take which ball he 
likes, and play, or direct his opponent to play, as he 
may deem expedient. In stringing, under National 
Rules, the players must both play at the same time. 

The red ball is, at the opening of every game, 
placed on the billiard spot, and must be replaced 
after being pocketed or forced off the table. If the 
billiard spot be occupied, the red ball must be placed 
on the pyramid spot, or, if that also be occupied, on 
the centre spot. 

When any player plays from baulk, he must place 
his ball within the half-circle, or on thé line that 
contains it. 

Whoever breaks the balls (#.¢., leads off) must play 
out of baulk, though it is not necessary that he shall 
strike the red ball, and he may give a miss in or out 
of baulk. But, if in baulk, he must first strike a 
cushion out of baulk. No player who is in hand is 
allowed to strike any ball in baulk, or on the baulk- 
line, unless his ball has first struck a cushion out of 
baulk. Should, however, a ball be out of baulk, the 
player in hand may strike any part of that ball 
without his own ball necessarily going out of 
baulk. 

The player continues to play until he ceases to 
score, when his opponent follows on. 

The various strokes are as under : 

1.—A winning hazard is made by the player causing 
his own ball to hit an object ball and forcing the 
latter into a pocket. 

2.—A losing hazard is made by the player causing 
his own ball to hit an object ball and forcing his 
own ball into a pocket. 

fu 
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3.—A cannon is made by causing the player’s ball 
to strike the two object balls. By Billiard Association 
rules, when two object balls are struck simultaneously, 
the stroke shall be scored as if the white had been 
struck first. Under National Rules, such a stroke 
counts as if the red were struck first. 

4.—A coup is made by forcing the player’s own 
ball into a pocket without first striking another 
ball. 

A miss counts one, a coup three, to the opposite 
player. 

The scores are counted as follows :— 

A.—A two stroke is made by pocketing an 
opponent’s ball—z.¢,, a winning hazard ; or by pocket- 
ing the striker’s ball off his opponent’s—i.e., a losing 
hazard ; or by making a cannon. 

B.—A three stroke is made by pocketing the red 
ball—i.e., a red winning hazard ; or by pocketing the 
striker’s ball off the red—z.e., a red losing hazard. 

C.— A four stroke may be made by pocketing the 
white and spot-white balls; or by making a cannon 
and pocketing an opponent’s ball ; or by making a 
cannon and pocketing the striker’s ball, the oppo- 
nent’s ball having been first hit. 

D.—A five stroke may be made by scoring a 
cannon and pocketing the red ball ; or by a cannon 
and pocketing the striker’s ball, after having struck 
the red ball first or both balls simultaneously ; or by 
pocketing the red ball and the opponent’s ball with- 
out cannoning, or by making a losing hazard off the 
white and pocketing the red ball, 

E.—A six stroke is made by the red ball being 
struck first, and the striker’s and the red ball 
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pocketed ; or by a cannon off an opponent’s ball on 
to the red and pocketing the two white balls. 

F.—A seven stroke is made by striking an oppo- 
nent’s ball first, pocketing it, making a cannon, and 
pocketing the red also; or by making a cannon and 
pocketing the red and an opponent’s ball ; or by 
playing at an opponent’s ball first and pocketing all 
the balls without making a cannon; or by playing 
at the red first, cannoning, and pocketing your own 
and the opponent’s ball. 

G.—An eight stroke is made by striking the red 
ball first, pocketing it, making a cannon, and pocket- 
ing the striker’s ball; or by hitting the red first 
and pocketing all the balls without making a 
cannon. 

H.—A nine stroke is made by striking an oppo- 
nent’s ball first, making a cannon, and pocketing all 
the balls. 

I.—A ten stroke is made by striking the red ball 
first, making a cannon, and pocketing all the 
balls. 


Reverting to the terms used in the game, the 
“cue” is the stick with which the player strikes 
the ball. It varies in length from 4 ft. 6 inches to 
5 ft. The thick end or butt has a diameter of 
about 14 inches. The small end or tip varies from 
$to}inch in diameter. The average is about $ 
of an inch, 

The tip is formed of two pieces of leather glued 
together. When the tip gets greasy or too smooth, 
it should be rubbed with a piece of chalk. 

Tue Rest,—The real “rest,” that is, the support 
on which the cue is raised in order to strike the 
ball, is the left hand. This, however, is more 
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generally termed the “bridge”; what is known as 
the “rest,” or “ jigger,” is a cross of wood fixed at 
right angles to a handle about the same length as the 
cue, in order to enable a player to strike a ball when 
it is too far away to allow him to use his hand as a 
bridge. Special rests, and cues of extra length, are 
made to meet exceptional positions of the balls. 

In Hanp.—A ball is said to be in hand when it 
1s off the table, and the player has to play from the 
half-circle or D. 

BreakinG THE Batrs.—Whoever plays, being in 
hand, when the red ball is on the spot and the other 
ball also is in hand, is said to break the balls. 

In Bauix.—A ball is said to be in baulk when it 
is between the baulk-line and the bottom cushion. 

Breax.—The series of scores terminating with 
the stroke in which the player fails to score is called 
a break. 

Screw anpD Screw-Back.—This is putting a rota- 
tory motion on a ball, causing it to spin on a hori- 
zontal axis backwards. Screw is put on by striking 
the ball below the centre. 

Foitowinc Srroxe.—This is putting a rotatory 
motion on a ball, causing it to spin on a horizontal 
axis forwards instead of backwards. The stroke is 
made by striking the ball high up above the centre. 

Sipz,—This is a rotatory motion put on a ball, 
making it spin on a perpendicular axis. 

In each of the foregoing cases the ball is made to 
take, after striking another ball, or a cushion, a 
direction different from that which it would take 
did no such rotatory motion exist. 

In order that the learner may the better understand 
the meaning of screw, screw-back, following stroke; 
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and side, we will illustrate them by means of a 
diagram, 

In Fig. 1 we will suppose the red ball to be placed 
on the middle spot in the table, M. The player 
places his own ball in the centre spot in the baulk- 
line, K, and aims his ball, first of all, so as to strike 
the object ball with the ordinary Hatr-satt Srroxe 
—that is, the centre of his ball advances towards the 
extreme edge of the object ball. 

In Fig. 2, O is the object ball ; S, the striker’s ball. 
In order to play the half-ball stroke, it is necessary 
that the player should aim at the point E, the extreme 
edge of the horizontal diameter of the object ball. 
Of course, as the diagram shows, he will not strike 
the ball in the point at which he aims (this is never 
done save in the case of the ball being struck exactly 
in the centre), but as S,, in the point C. When the 
object ball is thus struck, the striker’s ball, supposing 
there is no screw on the ball, will take the direction 
indicated in Fig. 2 as S,. This angle is called the 
natural angle ; about this natural angle we shall have 
to say more by-and-by. Suppose the stroke played 
thus. After playing, the ball will follow the line 
M P (Fig. 1). Nowsuppose some strong screw had 
been put on the ball by hitting it low down. The 
ball, owing to the 4it, and to its after-contact with 
the ball at M, would follow the line M P ; but, owing 
to the rotatory motion making the ball revolve or 
spin backwards, it has a tendency to run back again 
towards K, the point from which it started. Under 
the influence of these two forces, the ball takes the 
medium course shown by the dotted line M P,. In 
other words, the striker, although he hits the object 
bal] a half-ball stroke, screws into the middle pocket. 
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Now suppose, instead of hitting the ball de/ow the 
centre, he hits it high up above the centre, so as to 


Fic, 2, 


make the ball rotate forwards. After the balls have 
come in contact, the rotatory motion forwards has a 
tendency to make the striker’s ball run onwards 
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towards the top cushion and away from K, the point 
from which it started; but the contact with the 
object ball would—did no rotatory motion exist— 
cause it to follow the direction of the line M P. 
Under the influence of these two forces the ball 
takes a medium course, and follows the line M P,. 

If the player hit the ball at M full, thatis, played 
at it quite straight and hit the ball at M in its nearest 
point, then, if he put on screw, his own ball would, 
after striking the ball at M, stop and run back towards 
K, fast or not according to the amount of rotatory 
motion he succeeded in putting on his own ball 
when he struck it. 

If the player hit the ball at M full, and hit his own 
ball high up and above the centre—the following 
stroke—his ball, after striking the ball at M, would 
follow on, and, if he hit it exactly, would go on in 
the direction of the spots, P and S. 

In putting on sid, the ball is caused to rotate on 
a perpendicular axis. For instance (vide Fig. 1), 
suppose the player places his ball on the centre 
spot in baulk, K, and hits the cushion in the point T 
without putting on any side, then the ball would 
rebound in the direction of 'T R, just as the angles of 
incidence and reflection are equal. Suppose, how- 
ever, the player strikes his ball on the right-hand 
side, causing it to rotate on a perpendicular axis. 
When the ball touches the cushion at T, this rota- 
tion, owing to the friction between the ball and the 
cushion, causes the ball to take the direction shown 
in the diagram by the line T R,. If, on the other 
hand, the player hits his ball on the left-hand side, 
the ball will rebound in the contrary direction shown 
by line TR, This latter stroke is what every player 
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has to make when he wishes to give a miss in 
baulk. 

When a great deal of side is put on a ball, this 
side has but little effect till the ball touches a cushion. 

Fruxe.—When a player plays for one thing, misses 
it, and gets another, the stroke is called a fluke. 
Thus, if a man plays for a cannon, misses the cannon 
and his ball runs into a pocket off the other balk 
instead, it is a fluke. If, however, he plays for the 
cannon and makes it, and then his ball runs into a 
pocket, it is not regarded as a fluke, although he gets 
what he did not play for. 

A Jenny is a losing hazard into one of the middle 
pockets off a ball near to one of the lower-side cushions. 
A long jenny is a losing hazard off a ball similarly 
placed into one of the top pockets. 

Sror Stroxe.—A stroke by which a player pockets 
the red ball from the billiard spot, at the same time 
bringing his own ball into position to pocket the red 
again, when the latter is replaced on the billiard spot. 

Att-1n Game.—A game in which, by prior agree- 
ment, any number of spot strokes may be consecu- 
tively scored. 

Spot-BaRRED Game.—By the Billiard Association 
Rules, “if the red ball be pocketed from the billiard 
spot twice in consecutive strokes by the same player, 
and not in conjunction with any other score, it shall 
be placed on the centre spot ; if a ball prevent this, 
then on the pyramid spot, and if both centre and 
pyramid spots be covered, then on the billiard spot. 
When the red ball is again pocketed it shall be placed 
on the billiard spot.” 

Furthermore, “if when the billiard spot is occu- 
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pied, a player pocket the red ball from the pyramid 
spot twice in consecutive strokes, and not in con- 
junction with any other score, it shall be placed on 
the centre spot. Should the player, with his next 
stroke, pocket it again, it shall be placed on the 
pyramid spot.” 

To cer on THE Spot.—When a player gets his 
own ball into an easy position for playing the spot 
stroke, he is said to get “‘ on the spot.” 

Kiss.—When the balls come in contact a second 
time they are said to kiss. 

A Noursery.—A series of cannons made when all 
three balls are very close together is called a nursery 
of cannons, 

Sarery.—When any one plays simply to leave the 
balls in such a position that his opponent cannot score 
by his next stroke, he is said to play for safety, 

Twisr.—Another name for screw. 

SraB, oR STICK-sHoT.—When any one plays to put 
a ball in and leave his own ball exactly on the spot 
where the object ball was, or only a very little way 
beyond it, the stroke is called a stab. 

Line Batt.—A ball whose centre is exactly on the 
baulk-line. 

Fout.—A stroke which infringes any rule of the 
game. 

Osyecr Batu.—The ball upon which the striker’s 
own ball impinges, 

Jammep.— When the two object balls touch in the 
jaws of a pocket, and each touches a different cushion 
at the same time. 

SreepLECHASE STROoKE.—When the striker’s own 
ball is forced off the surface of the table on to, or over, 
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one or both of the object balls. By the Billiard 
Association Rules, this stroke, “if properly made, is 
fair, and the referee is the proper person to decide 
the matter.” 


One of the most important points for the beginner, 
as well as for the more experienced player, is the 
selection of a thoroughly good and reliable cue. 
Strangely enough, this matter generally receives 
very little attention, the neophyte being content 
to take the first that comes to hand. What is even 
worse, he will change about from day to day,— 
or from hour to hour,—using cues of different 
shapes, weight, and balance; and is then surprised 
that he does not make the progress that he 
expected. 

Reverting to the subject of the half-ball stroke, it is 
of the greatest importance that all beginners should 
understand how much depends upon their being able 
to hit the object ball in the way shown in Fig. 2. 
Their whole future success as billiard-players will 
depend upon the accuracy with which they learn to 
hit the object ball in this particular manner. 

First of all, the beginner must learn to hit his own 
ball freely. We would recommend him to take his 
first practice-lesson by learning simply how to hit a 
ball hard—i.e., have only one ball to play with. 
After he has gained a certain amount of what is 
called freedom of cue, he must next learn to aim 
at the object ball, so that he always hits it in what 
we have described as the half-stroke. To ascertain 
whether he has acquired sufficient “freedom of 
cue,” let him see how many times he can send his 
own ball up and down the table. 
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In learning to simply strike your own ball, it is 
important to learn to strike it hard without putting 
on side, Place your ball in baulk, say nearly in the 
centre of the half-circle ; now play straight up at 
the top cushion ard. If you hit your ball fairly in 
the centre, the ball will come back straight ; if you 
don’t you will put on side, and you can tell how 
much by the angle at which the ball will rebound 
from the top cushion. Commence learning, there- 
fore, by hitting your own ball hard enough to send 
it four to five times up and down the table without 
side. This is not so easy as many persons would think. 

Having learnt to hit his own ball fairly in the 
centre, the beginner must next learn to hit the 
object ball a half-ball stroke ; and for this purpose it 
is a very good exercise, at the commencement, to 
place the red ball on the spot, S (vide Fig. 3), and the 
striker’s ball in position A, that is, just in front of the 
middle pocket, an inch or two along an imaginary 
line drawn from the centre of the middle pocket to 
the edge of the object ball placed on the spot. 

Tue losing hazard off the red into the right-hand 
top pocket ought now to be a certainty, it being a 
simple half-ball stroke. After making the hazard, 
the red ball should, after striking the top cushion, 
rebound in a line right down the centre of the table 
(as shown by the dotted line W W). 

By watching the direction of the red ball after 
striking, the beginner will be able to see if he has 
struck the ball correctly. If he hits it too fine, the 
red ball will come down the table on the left of the 
centre line, W W. Should he strike the red ball too 
full, the red will come down the table on the right- 
hand side of the line W W. 
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When the beginner has practised this stroke till 
he can make a certainty of it, he may then begin to 
learn how to play what may be called “ forcing 
hazards.” For this purpose he can gradually place 
his own ball lower and lower down the table, as 
shown in Fig. 3. Suppose, for instance, he places 
his own ball at B. There is still an easy losing 
hazard off the red into the top corner pocket, the 
only difference being that the stroke must be played 
harder. When the ball was placed at A, the losing 
hazard could be made by simply what is called 
dropping on to the ball. In fact, the stroke could 
be played so slowly, that the red ball, after striking 
the top cushion, would not rebound more than a 
foot down the table. As, however, the striker’s ball 
is placed lower and lower down the table in the 
positions shown by the letters B and C, so the stroke 
must be played harder and harder. 

Another perfect half-ball stroke that can be played 
either slowly or fast, is shown by the two lines, in 
Fig. 3, drawn from the spot S to the two top pockets, 
Suppose a ball to be placed in the centre of either 
top pocket, or a few inches along the line drawn from 
the pocket to the spot. Then it is a simple half-ball 
stroke to go in off the red into the other top pocket. 

Place the white ball an inch or two away from 
the top pocket along the line drawn, and place the 
red ball on the spot. Then drop on to the ball 
quietly. The hazard is easy, and, supposing you 
play from, say, the left-hand top pocket, you will 
not only make the losing hazard, but you will leave 
the red ball in a position for another easy hazard 
into the middle pocket. Your own ball, the white, 
for the next stroke will be in baulk ; the red ball 
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will, if you play the stroke correctly, travel along 
the dotted line shown in the diagram, and stop 
somewhere about R, thus leaving an easy hazard next 
time into the right-hand middle pocket. 


Having thus practised the half-ball stroke with 
slow strength and fast strength, the next point to be 
considered is losing hazards into the top pockets 
from baulk. These losing hazards may be called 
the very backbone of the game. 

The chief difficulty experienced by a beginner 
will be to know where to spot his ball in baulk. 
This will only come with practice. The eye will 
gradually accustom itself to the angle. A good 
player can tell at a glance whether or not a stroke 
is easy. We would recommend any one learning 
the game to make one or two spots on the table as 
follows. First place a card or thin piece of wood 
upright against the top cushion, and then measure 
down the table 3 ft. 9} in. Make a mark on the 
cloth (a little cross is best), and then place the red 
ball on this spot. Next let him place the white 
ball at K (Fig. 4), the centre spot in baulk. The 
red ball is placed on the spot A, which, as we have 
said, is just 3 ft. 9} in. from the face of the top 
cushion, Now there is an easy losing hazard, if the 
stroke be played with the ordinary half-ball stroke, 
into either top pocket off the red ball. 

This stroke is capital practice for the beginner, 
as it gets his eye used to the angle which we have 
called the “natural” angle. 

The advantage of playing the natural angle is 
that, supposing you fail to hit the ball exact/y as you 
intended, a very slight error in aiming does not alter 
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materially the direction of your own ball after it has 
come in contact with the object ball. 


Suppose, now, the beginner has succeeded in 
going into first one top pocket and then the other 
several times, let him take the red ball off the spot 
marked A in Fig. 4, and place it on M, the centre 
spot in the table. Now let him place his own ball 
in baulk on the proper spot to go into, say, the left- 
hand top pocket off M. The proper spot is B in the 
diagram, but then, where is B? B ougdt to be seven 
and a half inches from K, the centre spot in baulk. 
Similarly, if the player wished to go into the right- 
hand top pocket off the red ball at M, he would have 
to spot his own ball on a spot seven-and-a-half inches 
to the right of K. 

As a rule, beginners all make the same mistake. 
They will, as a rule, spot their ball too near to K, 
and, of course, the further they are out in their 
reckoning, the more they have to learn. It would 
be as well, however, to let a beginner play the stroke. 
Suppose, for instance, that instead of spotting his 
ball at B, seven and a half inches to the left of K, he 
spots his ball only five inches to the left of K. Let 
him play his stroke, and instead of going into the 
left-hand top pocket, his ball will strike the left- 
hand upper cushion several inches below the pocket. 
Now let him measure the correct seven and a half 
inches, and, although he will think he is going to 
miss the stroke, to his own surprise he will make it. 
It is very good practice to go in off a ball placed on 
the middle spot M, first into one top pocket, and 
then into another, being careful always to watch the 
divection taken by the red ball after the stroke, with 
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an eye to playing the right strength to leave an easy 
losing hazard next time, 
We next come to— 


Miunpte-Pocxer Hazarps. 


We will suppose that the beginner has now fairly 
learned how to play losing hazards in the top pockets, 
and also how to spot his ball for the natural angle. 
In playing losing hazards into the middle pockets, 
it is quite as important that this angle, and this only, 
should be used. In Fig. § we give two illustrations 
of simple hazards into the middle pockets. The 
hazatds themselves are, comparatively speaking, easy ; 
but the chief point to be borne in mind is position 
—that is, having made the hazard, how can we 
leave the red ball so that there shall be another easy 
hazard next time? The endeavour should be to 
keep the red ball in the centre of the table as much as 
possible. As a rule, the game is to play to bring 
down the red ball over the middle pocket again. 
Now, in Fig. 5, suppose the player at H tries to go 
into the right-hand middle pocket off a ball at D, 
the proper play would be to strike the red ball so 
that it goes up the table, and, following the dotted 
lines, returns to D,. If the player hits the red a 
trifle too fine the red ball would travel to the left of 
this dotted line, and a losing hazard would be left 
off the red into one of the top pockets. If, how- 
ever, in playing the stroke, the player hits his ball a 
trifle too full, the red ball would then probably 
travel along the dotted line terminating in D, and 
there would be no score left next time. 

A similar stroke is shown in the left-hand middle 
pocket. The striker spots his ball at B, and goes 
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into the middle pocket off a ball at A. The endea- 
vour should be to send the red ball up the table in 
the direction shown by the dotted line A C. 

If the red is sent up the table to the left of this 
line, unless very accurate strength is played, there 
will be probably no score left next time. If, how- 
ever, the player is careful not to hit the ball at A too 
full, the ball will travel rather to the right of the 
line AC, and then, being in the middle of the table, 
if the strength is insufficient to bring the ball over 
the middle pocket, there will still be a losing hazard 
left into one of the top pockets. This is the chief 
point to be considered in making losing hazards in 
the middle pockets, and naturally introduces that 
all-important subject for consideration in learning 
to play Billiards, viz.— 


Posirion. 


There are thousands of men who have played 
Billiards all their lives, but are still very poor players, 
because in learning to play they never studied 
position. They play simply for the stroke, and 
never give a thought to what will happen in the 
next stroke. If you watch a first-class player make 
a break, you will probably see him make a long 
series of very easy strokes, any one of which you 
yourself could have made with the greatest ease. 
The one difference, in fact, between your play and 
his would have been this—that you would make the 
easy stroke, and fail to leave another easy stroke 
next time, whereas he would wot fail; hence Ais 
break—a series of easy strokes ; hence your break— 
one easy stroke, and a breakdown, 

Space will not allow us to give a long series of 
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diagrams, explaining the various ways of playing for 
position, but we will indicate a few general principles. 
First— 


Losinc Hazarps. 


In playing for any losing hazard, it should be 
remembered that the position of one ball after the 
stroke is fixed: the striker’s own ball will be “in 
hand.” Hence, he has only to consider the position 
of the object ball, which we will suppose to be the 
red, Now, the object of the player is to leave an 
easy stroke next time. As a rule, the red ball must 
be hit in a certain spot to ensure the hazard, the 
only exception being when the red ball is close to 
the pocket, and the player’s ball close to the red. 
In this latter case it is often the best plan to just 
touch or graze the red ball so as hardly to move it, 
and—supposing, of course, it is not one of the 
bottom pockets—to leave the red ball over the 
pocket where itis. If, however, you are some way 
off the red ball, you will have to hit it in one place 
in order to make certain of the hazard. Conse- 
quently, position will simply depend upon strength. 
It is as well to remember that if a ball is left any- 
where near the middle of the table, there is always 
an easy hazard left next time. 

No player can leave a ball on a certain spot 
exactly. "The greatest expert cannot do more than 
leave it “there or thereabouts.” In fact, very often, 
in playing a losing hazard, all we have to do is not 
so much to play where to leave the red, but where 
got to leave the red. 

Sometimes it may be the best play to try and 
leave the red ball close to the white ball, so that the 
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next stroke will be an easy cannon. As a rule, how- 
ever, the best play is to leave the red ball over a 
pocket, so that you can go in off it again next time. 
All the best “all-round ” breaks are made by aseries 
of losing hazards with occasional cannons. It is in 
playing cannons that the chief difficulty arises in 
getting position, but before we discuss cannons, a few 
words about— 


Winninc Hazarps. 


It is evident that after playing a winning hazard 
the position of the object ball is known—viz., as a 
rule, on the spot. Should the player put in the 
white, his only excuse must be to make a baulk ; 
otherwise it is bad play. His opponent, next time 
he plays, can spot his ball anywhere he likes in the 
semicircle, and if the other balls are out of baulk, 
he is almost certain to score. Consequently, the 
only winning hazards worth discussing are red win- 
ning hazards. In making a winning hazard, the 
player, as a rule, should try and get near the spot 
himself, so as to play for the spot, or else play toe 
leave his own ball where there would be an easy 
losing hazard off the red on the spot next time, In 
Fig. 6 we give two illustrations. Suppose, first of 
all, the red ball is over the right-hand middle pocket 
at H, The proper professional play would be to 
put the ball in the pocket, and then run up the table 
towards L, and try and get into position for the spot, 
but the ordinary amateur, who, when he gets into 
position for the spot, can only make one hazard and 
then breaks down, had better not play for the spot 
at all, In the position given in the diagram, it 
would be better play to put the red ball in the 
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pocket, and try and leave your own ball at H, ; then 
there is a certain losing hazard next time off the red 
into the left-hand top pocket. 

Again, suppose the balls are left in the position W 
(the white ball), and X (the red ball), many beginners 
would play for the six stroke, but it would be very 
bad play, as the red ball would be on the spot, and 
the striker in hand. The proper play is to put the 
red ball in the pocket and leave your own ball in 
the jaws of the pocket, thus leaving a certain losing 
hazard—in off the red into the opposite top pocket 
—next time; a stroke, too, in which it is always 
easy to leave the red ball over the middle pocket in 
the stroke following. 

However, as we have said, the chief difficulty in 
getting good position is when playing— 


Cannons. 


Here the player has to consider the position of all 
three balls at the end of the stroke. There are two 
ways of getting position in playing acannon. We 
can leave the red over a pocket, or play to bring the 
balls together. It is obvious that when all the balls 
are close together, it is almost a certainty that there 
is an easy score left. 

Suppose, in Fig. 6, the red ball is on the spot S, 
the white ball at B, andthe player in hand. There 
is, of course, an easy cannon left, but how ought he 
to play it so as to leave an easy score next time? 

The game here is to leave the balls together at 
the end of the stroke. The striker spots his ball at 
A in baulk, so as to strike B the ordinary half-ball 
stroke, The stroke should be played slowly, so that 
the white ball rebounds off the left-hand upper side 
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cushion at C, and travels towards D. The player's 
own ball hits the red gently, and all three balls are 
left close together, near the top of the table, one of 
the best positions possible. 

In playing to leave the red ball over a pocket, a 
good deal depends upon whether you play a cannon 
off the red on to the white, or off the white on to 
the red, For instance, in Fig. 7, suppose the striker 
in hand, and the two other balls stationed at A and 
R. If A is the red ball, the stroke is played one 
way, and if A is the white ball it is played another 
way. If Ais the red you should play to make the 
cannon with just sufficient strength to double the 
red across the table, and leave it in position A,, over 
the middle pocket. If R was the red ball, you 
ought to play with just sufficient strength, and also 
sufficiently accurately, to hit the red ball full and 
leave it in position R,, over the left-hand top 
pocket. 

Another important point in playing cannons is to 
play what is called “outside” the balls when they 
are Close together. Suppose, in Fig. 7, the balls are 
in the position shown in C, D, and E. C is the player’s 
ball. If he hits D and makes the cannon hitting E 
full, he separates the balls, but if he plays so as to 
just touch D and &, hitting them on the extreme 
edge, he keeps them together. 


We will, in conclusion, give a brief explanation 
of the spot stroke in the “all-in game.” This is in 
fact, as we have already seen, a series of spot hazards.* 
We must, however, warn the beginner that though 
nothing looks more simple, nothing really is more 
dificult. The simplest position for the spot stroke 


* See p. 296, 
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is when the striker’s ball is in a direct line with the 
red ball and the pocket (Fig. 8). Of course, the 
proper play is to screw back and bring your own ball 
into the same place. Were this a “certainty,” the 
striker would go on scoring for ever. Sooner or later, 
however, he will find his ball will not come back quite 
straight. It will come back slightly nearer the top 
cushion, or rather more away from it. In the first of 
these cases (position 2, Fig. 9), the best plan is to 
follow through the red ball. This can be done simply 
by a following stroke. A is the striker’s ball; B the 
position of the striker’s ball after the stroke. When 
the balls are nearly, but not quite straight, this is 
done by means of a stab shot. 

In position 3 (Fig. 10) the striker’s ball is at A. 
The play now is to drop on to the red ball with 
sufficient strength to put it in, and get position at B 
off the top cushion. Sometimes a little side is 
necessary. 

In position 4 (Fig. 11) the striker’s ball A is nearly, 
but not quite, in a line with the red ball and the 
opposite pocket. When this is the case, the only 
way to get position is to run through the red and 
get position off the two cushions. You must play 
to hit your ball very high and with a great deal of 
freedom of cue. It is a stroke in which a beginner 
would probably fail. 

It is as well to know within what limits the spot 
stroke can be played. Suppose we draw a line, X Y 
(Fig. 12), through the spot S, parallel with the top 
cushion. If the striker’s ball is within this line or 
nearer to the top cushion, it is no use putting in the 
red gently, as position would be lost. The only 
plan to recover position is to play all round the 
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table. Suppose the striker’s ball is within the line 
at A, he now plays to put the red ball in the right- 
hand top pocket and recover position by going tight 
round the table till his ball stops at B. This is a 
very difficult stroke, but is often played for and 
obtained by a first-class player. 


THE BILLIARDS CONTROL CLUB RULES. 


These Rules (issued in February, 1909) are specially 
applicable to professional matches, and,—like the 
Rimington-Wilson Code, on which they are based,— 
have particularly in view the reduction of safety 
misses to a minimum and the imposition of one 
definite penalty for each and every kind of foul stroke 
or illegitimate miss. In issuing the Code, the Secre- 
tary lays stress on the following provisions :— 

A player may not make two misses in successive 
innings, unless he or the opponent scores after the 
first miss, or a double baulk intervenes. (Rule 9.) 

When striker’s ball remains touching another ball, 
red ball shall be spotted, and non-striker’s ball, if on 
the table, shall be placed on the céntre spot; striker 
shall play from the D ; if non-striker’s ball is in hand, 
red shall be spotted, and striker shall break the balls. 
(Rule 10.) 

Consecutive ball-to-ball cannons are limited to 
25; on the completion of this number the break shall 
only be continued by the intervention of a hazard or 
indirect cannon. (Rule 13.) 

PENALTIES. 
If, after contact with another ball, striker’s or any 


other ball is forced off the table, the non-striker shall 
add two points to his score. (Rule 18.) 
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For a foul stroke the striker cannot score, and his 
opponent plays from hand. His ball shall be placed 
on the centre spot, the red ball shall be spotted, and 
his opponent shall play from the D. 

For refusing to continue the game when called 
upon by the referee or marker to do so, or for conduct 
which, in the opinion of the referee or marker, is 
wilfully or persistently unfair, a player shall lose the 
game. (Rule 18.) 


PYRAMIDS. 


This game is played by two persons with sixteen 
balls,— one white, and fifteen red. The latter 
are arranged in the form of a solid triangle, with 
its apex on the Pyramid spot (P in Fig. 1), and 
its base towards the top cushion and lying parallel 
thereto. 

At the commencement of the game, one player 
leads off from the half-circle, and plays at any one 
of the red balls. Should he pocket one or more 
balls, he scores one for each red ball pocketed. He 
continues playing till he fails to score. 

If a player gives a miss, or pockets the white ball, a 
point is taken off his score and he must replace one 
of the red balls he has previously pocketed; on the 
Pyramid spot, if unoccupied, or, if that be occupied, 
as near to it as possible in a line directly behind it. 
If he has not previously pocketed a ball, he owes one, 
and must pay it by replacing the first ball that he 
pockets later on. 

After a miss, the opponent follows on from where 
the white ball stopped; but after a pocketing of 
the white ball, the opponent follows on from the 
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half-circle. In playing at a red ball, baulk is no 
obstacle. 

If a striker pockets the white ball, and at the same 
time pockets one or more of the red balls, he gains 
nothing by the stroke, but one is deducted from his 
score; the red balls pocketed must be spotted on 
the table, as well as one of the striker’s red balls 
previously pocketed. The opponent follows on from 
the half-circle. 

When the red balls have all been pocketed but one, 
the player making the last score continues playing 
with the white ball, and his opponent uses the other. 
If a striker now make a miss, or pocket the ball he is 
playing with, the opponent adds one to his score, 
and the game is over. 


SHELL OUT. 


This is a name given to Pyramids when played by 
more than two persons. 

When a striker pockets a red ball he receives from 
each of the other players a stake previously agreed on. 
No ball is ever replaced on the table after a miss, or 
after pocketing the white. Should any player miss 
or pocket the white, he pays for each of the other 
players as well as for himself whenever the next red 
ball is pocketed. When only one red ball is left in 
play, each player continues playing with the white. 
Pocketing the red is now paid double all round; and 
if a striker miss, or pocket the white, he pays double 
all round. 

The order of play is drawn for at the beginning of 


each game. 


BILLIARDS 323 


WORKS OF REFERENCE. 


BILLIARDS EXPOUNDED. By J. P. Mannock, assisted by 
S. A. Mussabini. Grant Richards, 2 vols., x55. 

PRACTICAL BILLIARDS. By C, Dawson. To be had from 
the author, ‘‘Thorns,’’ Hook Road, Surbiton, Surrey. 
125, 6d, 

HINTS ON BILLIARDS. By J. Buchanan, Geo. Bell and 
Sons. 

MODERN BILLIARDS. By J. Roberts. C, Arthur Pearson, 
Limited. 

BILLIARDS FOR EVERYBODY (Oval Series), By Charles Roberts. 
Routledge. 15. 

BILLIARDS. By Joseph Bennett. Edited by Cavendish. De 
la Rue and Co. os. 6d, 

BILLIARDS (Badminton Library). By Major W. Broadfoot, 
R.E., and others. Longmans. ros, 6d. 

PYRAMIDS AND POOL (Oval Series). By J. Buchanan. Rout- 
ledge. xs, 


POOL. 


Tue game of Pool is the most sociable form of 
Billiards, as any number of persons can take part in 
it. There are several varieties of the game. The 
rules which we append (by kind permission of 
Messrs. Burroughes & Watts) are those of ordinary 
Pool. These rules sufficiently describe the game, 
but a few words of warning may be necessary to 
beginners. It is obvious that, as only the two 
players left in at the finish win the pool, it is of 
far greater consequence to save your own life than 
take another’s, Consequently, the chief point for 
consideration is how to play for safety—that is, how 
to play to leave your own ball so that the player 
who follows on cannot put you in. 

At starting, for instance, the white ball is placed 
on the spot. The red plays from baulk. Now red 
has no chance of putting white in, consequently he 
plays gently to drop on to the white ball, and leave 
his own ball, the red, under the top cushion. 

If, however, white were close over the pocket, 
then the proper play, supposing the winning hazard 
was a certainty, would be to put white in and play 
for a position, so that you could take another life. 
In other words, you play to put white in, and get 
into some position where there is another easy 
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hazard on another ball. After putting that in, 
another, and soon. A good pool-player, if he has 
a certain hazard, will sometimes what is called 
“clear the table ;” that is, put in every ball. 

The most common stroke in Pool is a chance of 
taking a life—i.e., where there is a difficult winning 
hazard left off the ball you play on. In this case 
never hesitate. Play, if you can, for the chance of 
the hazard and to get safe. If you cannot do both, 
simply play for safety, and for nothing else. 


THE NATIONAL RULES OF POOL. 


1. This game is played with coloured balls, 
which (or small duplicate ones) are dealt out from a 
pool basket or bag indiscriminately to the players at 
the beginning of each game. Cues and rests of any 
description may be used. 

2. The players must play progressively, as the 
colours are placed on the pool marking-board, and 
the first stroke of each player—excepting White— 
is made from the half-circle, as also the succeeding 
strokes of every player when in hand. 

3. Each player has three lives at starting, the 
object being throughout the game to pocket the ball 
played on. White places his ball on the upper 
spot; Red plays at White, Yellow at Red, and so 
on, each player playing at the last ball, unless it be 
in hand; in that case the player plays at the nearest 
ball. 

4. Each player pays into the pool the amount 
decided on and starts with three lives (excepting a 
less number is agreed on for any particular player). 
Each pays forfeit for each life lost, 
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5. When the striker takes a life, he must con- 
tinue to play on the nearest ball as long as he can 
take a life, till all the other balls are off the table; 
his own must then be placed on the spot, as at the 
commencement. 

6. The first player who loses his three lives is 
entitled to purchase a star by paying into the pool 
the same sum as at the commencement, for which 
he receives lives equal in number to the lowest 
number on the board. The player, however, must 
decide whether he will star or not before the next 
stroke is played. 

7. If the first player out refuse to star, the 
second may do so; if the second refuse, the third 
may do so; and so on, until only two are left in the 
pool, in which case the privilege ceases. 

8. If before a star two or more balls be pocketed 
by the same stroke, including the ball played at, 
each having one life, the owner of the ball first 
struck has the option of starring; but if he refuse, 
and more than one remain, the persons to whom 
they belong must draw lots for the star. If the 
balls pocketed do not include the ball played at, 
their owners must draw lots for the star. 

g. Only one star is allowed in a pool up to six. 

ga. Only two stars are allowed in a pool up to seven 
or more. 

10. The two last players cannot star. 

11. If a life is lost, the next player plays at the 
nearest ball to his own; but if the next player’s ball 
be in hand, he plays at the nearest ball to the centre 
spot of the half-circle. 

1z. If a doubt arise respecting the distance of 
balls, the distance must, if the player’s ball be in 
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hand, be measured from the centre spot on the half- 
circle; but if the player’s ball be not in hand, the 
measurement must be made from his ball to the 
others; and in both cases the doubt must be decided 
by the majority of the players; but if the distance 
be equal, then the owners of the balls at equal dis- 
tances must draw lots. 

13. The baulk is no protection. 

14. A life is lost by a ball being pocketed by 
the player in its proper turn. 

15. The player loses a life by any one of the 
following means :—By pocketing his own ball; by 
running a coup; by missing a ball; by forcing his 
own ball off the table ; by playing with a wrong 
ball; by playing out of his turn; by stopping or 
touching his own ball before it has done rolling ; 
or by his ball striking another ball before hitting the 
one he ought to have played at. 

16. If the striker pocket a ball, and by the same 
stroke lose a life in any way, the player whose ball 
is pocketed does not lose a life. 

17. A player losing a life in any way pays forfeit 
to the player whose ball he plays upon or should 
have played upon. If a player plays out of turn or 
with the wrong ball, he loses a life to the player 
who precedes him. 

18. If the striker miss the ball he ought to play 
at and strike another ball and pocket it, he loses a 
life, and his ball must be taken off the table, and 
both balls must remain in hand until it be their turn 
to play. 

19. Fouls are also made thus: striking a ball 
twice with the cue, lifting both feet from the floor 
when striking ; touching another ball, either in the 
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act of striking or before the balls have become 
stationary, the penalty being that the player cannot 
take a life. 

20. If the player, either in taking aim or in any 
manner whatever, except when in hand, touch his 
own ball, it is a foul. If the striker pocket a ball 
by a foul stroke, the owner of that ball does not 
lose a life, but the ball remains in hand until it is 
his turn to play. 

21. If the striker’s ball touch the one he has to 
play at, he is at liberty either to play at it or at any 
other ball on the table; and he may take a life by 
pocketing any balls so played on. 

22. If a ball or balls touch the striker’s ball, or 

be in line between it and the ball he has to play at, 
so as to prevent him hitting any part of the object ball 
he wishes, it or they, whether nearer to the striker’s 
ball than the object ball or not, may be taken up 
until the stroke has been played ; and after the balls 
have ceased running those taken up must be replaced, 
but a ball cannot be taken up in order to strike a 
ball from off a cushion, except in the case of Rule 
24. 
23. If the ball or balls be in the way of a striker, 
or the striker’s cue, so that he cannot play at his ball 
without a reasonable chance of making a foul, he 
can have them taken up, 

24. If the corner of the cushion prevent the 
striker from playing in a direct line, he can have 
any ball removed for the purpose of playing at a 
cushion first, or he may have the ball moved out a 
few inches, but cannot then take a life. If how- 
ever, only two players be left in, as in Rule 32, the 
ball cannot be moved out. 
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25. If the striker have a ball removed, and any 
other than the next player’s ball stop on the spot it 
occupied, the ball removed must remain in hand till 
the one on its place be played, unless it should 
happen to be the turn of the one removed to play 
before the one on its place ; in which case that ball 
must give place to the one originally taken up; 
after which it must be replaced. If two balls were 
taken up from the same spot, the one last taken up 
has to be replaced first. 

26. If the striker have the next player’s ball 
removed, and his ball stop on the spot the other 
occupied, the next player must give a miss from the 
baulk to any part of the table he thinks proper, for 
which miss he does not lose a life. 

27. If the striker’s ball stop on the spot of a ball 
removed, the ball which has been removed must 
remain in hand until the spot is unoccupied, and 
then be replaced. 

28. If information be required by the player as 
to which is his ball, or when it is his turn to play, 
or which ball he ought to play at, or which ball is 
to follow his, he has a right to an answer; should 
he be misinformed he does not lose a life ; the balls 
must in this case be replaced, and the stroke played 
again. 

29. If the player be misled as to which ball is to 
play on him by a ball which is dead being wrongly 
marked on the board as still alive, he does not lose a 
life to his player. 

30. If the striker force another ball off the table, 
neither he nor the owner of that ball loses a life, 
but the ball remains in hand until it is the owner’s 
turn to play. 
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31. If the striker’s ball] miss the ball played at, 
no person is allowed to stop it till it has ceased run- 
ning, whether it has struck another ball or not. 

3z. Should the player preceding the two last 
players make a miss, coup, or losing hazard, and 
decline to star, they divide the pool if they have an 
equal number of lives. The exception to this rule 
is when a pool originally consisted of not more than 
three players. 

33. All disputes must be decided by the referee, 
whose decision upon being appealed to by the players 
is final. 

34. The charge for the play is to be taken out 
of the pool before it is delivered up to the winners, 


SNOOKER POOL. 


Tus increasingly popular version of the game of Pool 
is in fact a combination of Pool and Pyramids. The 
fifteen coloured Pyramid balls are placed on the 
table by means of the “ triangle,” in the same way 
as for Pyramids, whilst the white ball is used by each 
player as the cue-ball throughout the game. Six 
Pool balls are used, viz., the Black, Pink, Blue, Brown, 
Green and Yellow balls, the positions and values of 
which are set out in Rule 2 (vtde tnjra). 

Each player is bound to play at a Red ball first, 
and, having taken it (or another Red ball or balls), 
then at a Pool ball, and again, if successful, at a Red 
ball, and so on. Whilst any Red balls remain on the 
table the Pool balls, after having been pocketed, are 
replaced on their respective spots; but after all the 
Red balls have been taken, the players play at each 
Pool ball in rotation in their order as coloured on the 
marking board, viz., Yellow, Green, Brown, Blue, 
Pink, and Black, until every ball has been pocketed, 
when the game is ended. 

Much amusement is often caused by a player being 
“ snookered ”—in other words, by his ball being so 
obstructed by other balls that he cannot hit a Pool 
or Pyramid ball direct, but has to play it off a cushion, 
when, in the event of a miss, the value of the ball 
played at is counted to each of the other players’ 
scores. (Vide Rules 7 and 11.) 
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At “Snooker” safety-play is of little or no use. 
A player must try to get on the Pool balls, particu- 
larly on those of highest value, as often as he can. 
Still, safety-play can be indulged in to some extent 
at the end of the game, when only the Pool balls are 
left on the table, and a player should remember to 
play for hazards with a fair amount of strength, and 
thus avoid leaving a ball over a pocket for an opponent 
to profit by. 

Bad hazard strikers should think twice before 
joining in Snooker Pool, even for small stakes, with 
better players than themselves, as, with the high 
values of the Pool balls, large scores can be run up 
by an expert, and those players who own the lowest 
scores at the end of the game have to make heavy 
disbursements, as they have to pay every one whose 
score is higher than their own. The scores are best 
kept on a slate. 


THE NATIONAL RULES OF SNOOKER 
POOL. 


(Reprinted verbatim, by permission of Messrs, Burroughes 
and Watts, Limited.) 


1. This game is played on a Billiard Table, and 
may be played by any number of players. Any one 
wishing to join after the commencement of the game 
may do so at the end of a round, but does not play 
until last. Any player wishing to leave off during 
the game must declare his intention of doing so in 
lieu of playing, when it shall be his turn to play, but 
shall be counted as a player until another round be 
played. 

2. Fifteen red balls are placed on the table as in 
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“ Pyramids,” and six coloured * balls, placed thus: 
Yellow on left-hand spot of D [the half-circle], Green 
on centre spot of D, Brown on right-hand spot of D, 
Blue on middle spot of table, Pink at apex of triangle, 
Black on the billiard spot. The value of the balls 
shall be: Red 1, Yellow 2, Green 3, Brown 4, Blue 5, 
Pink 6, Black 7. 

3. The player must first play at a Red ball, and 
may not play at a coloured ball until he shall have 
first pocketed a Red ball, but after taking a coloured 
ball, shall again play on and take a Red ball before he 
can again play on any coloured ball. 

4. A player having taken a Red ball, and then 
pocketed a coloured ball, must replace the latter on 
the original spot before playing another stroke. For 
every coloured ball not replaced each player shall pay 
a penalty of one point for each stroke made by him, 
until such ball be replaced. 

5. A player is responsible that all the balls are in 
their proper place before he plays. He is liable to a 
penalty of one point for every ball not in its right 
place previous to making a stroke. The striker may 
be called upon to replace any ball not in its right 

lace. 

6. When all the Red balls have been pocketed, the 
coloured balls shall be played at according to their 
value. (Vide Rule 2.) 

7. For each ball pocketed by the striker he shall 
receive its value from each player, all forfeits having 
been first deducted; and if he has incurred any 
penalties pay their value to each player. 

8. If the player shall strike one or more balls, and 


* Throughout these rules, ‘‘coloured balls” mean the six 
balls (not Red) specified in Rule 2, 
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then pocket his own ball, he shall pay the value of 
the ball first struck, and shall forfeit any points he 
may have gained during that stroke. 

g. If a striker shall pocket a ball, and then cannon 
on to one or more coloured balls and pocket them, 
he shall receive the value of the ball he originally 
played at, and shall pay the value of the highest 
coloured ball he may have pocketed in the same stroke. 
This does not apply in the case of Red balls, any 
number of which may be pocketed in the same stroke. 

to. If a Red ball is covered by a coloured ball, and 
such coloured ball be pocketed, it shall count, pro- 
vided the player was entitled to play at that coloured 
ball. Only the coloured ball aimed at may be taken. 
It counts even if it goes in off other balls. Only one 
coloured ball may be taken at the same stroke. 

11. For making a miss, or making a miss and running 
in, the striker shall lose one point, except when he 
must play on a coloured ball, when he loses the value 
of that ball. 

12. When playing on a Red ball, if the striker misses, 
and hits a coloured ball, and at the same stroke acci- 
dentally pockets one or more Red balls, he loses the 
value of the coloured ball first hit, and cannot score. 
The Red balls so pocketed shall be replaced on the 
table. 

13. For striking a wrong ball, the striker shall pay 
the value of the ball hit. 

14. When the Red balls are all pocketed, if the 
player shall pocket a coloured ball, and then cannon 
on to one or more coloured balls and pocket them, 
he shall receive the value of the ball he first played at, 
and shall pay the value of the highest coloured ball 


he may have pocketed in the same stroke. 
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15. When the Red balls are all pocketed, if the 
player pocket his own ball as well as the coloured ball 
played at, the ball which is pocketed shall be placed 
on the table, and the player shall lose the value of 
the coloured ball. 

16. If the White ball be touching a coloured ball, 
the striker cannot score; he must play his stroke and 
shall be liable to any penalties incurred. 

17. If more than one error be committed in the 
same stroke, the highest penalty only shall be exacted. 
Penalties shall not hold good after one complete 
round shall have been played. 

18. If a player force a ball off the table, he shall 
pay the value of that ball, or, in the case of the White 
ball, as if he had made a coup.* 

19. For making a foul stroke, or fouling another 
ball, a player cannot score. 

20. For playing out of turn, the striker shall pay 
one point to each player besides any penalties incurred, 
but shall not receive any points he may have won. 

21. No ball may be temporarily taken up. No 
Red ball shall be replaced on the table except when 
forced off, or for a foul stroke, or under Rules 12 and 15. 

22. When it is required to replace a coloured ball 
and its spot is occupied, it is to be placed on the nearest 
vacant spot. In the case of the Brown, if the green 
and yellow spots are vacant, it is to be put on the 
green spot ; if all the spots are occupied, then as near 
as possible to its own spot in the direction of the top 
of the table. 

23. All disputes are to be decided by a majority 
of the players or by the referee. 


* Vide page 290, Definition 4. 


CHESS.* 


Tue game of Chess is a battle between two armies, 
numerically equal, of which the two players are the 
generals. The battle-field upon which this mimic 
warfare takes place is called the chess-board. This 
is a square board divided into sixty-four equal alter- 
nate white and black squares, and should be so placed 
that each player shall have a white square at his right. 


Tue Men. 


The forces consist of thirty-two “men,” each side 
having eight Pieces and eight Pawns, of a light and 
dark colour (known as “white” and “black”), to 
distinguish the opposing forces from each other. 

In print the pieces and pawns are pictorially 
represented as on p. 337. 

At the commencement of the game, the pieces 
are placed as shown in Fig. 1. It is to be noticed 


* For fuller information on the subject of the game, see Mr. 
L. Hoffer’s excellent treatise on Chess in The Book of Card and 
Zable Games (reprinted separately in the Oval Series, Routledge, 
is,), of which this section is a much condensed abridgment. 
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that the white king occupies a black square, and the 
black king a white square. 

The horizontal divisions are called “rows,” and 
the vertical divisions are called “ files.” 


WHITE’S FORCES, BLACK’S FORCES, 


ied One King = K, @9 
Wy One Queen = Q. wy 
H El Two Castles, or Rooks=R, I | 


Two Bishops = B, go @ 
2 AY Two Knights = Kt. iN oy 


Eight Pawns = P, 
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Tue Movements or THE Men anp THEIR 
Powesr To Take. 


A piece or pawn has the power to take any 
adverse piece or pawn, according to the laws which 
govern its movements. The King alone, as will 
presently be seen, is inviolable. If the King is 
attacked, the fact must be notified by the warning 

¥ 
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“Check,” and if the King cannot by some means 
escape from the attack, the game is at an end, 


1. THe Kine. 


The King, as the name denotes, is the most 
important piece on the board, inasmuch as the object 


Black. 
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White. 
Fic. 1.—The Men in Position. 


of the game is to capture the King. It is, however, 
never actually ‘ “taken,” the game ending whenever 
(the opposing player having the move) the King 
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remains liable to capture. The King may move from 
any square upon which it stands to any adjoining 
square not occupied by any piece or pawn of its own 
colour, If one of such adjoining squares is occupied 
by an undefended piece or pawn of the opposite 
colour, it may take such piece or pawn. 

An additional privilege of the King (“castling ”) 
will be explained in its proper place. 


2. THe Rook. 

The Rook (or Castle) moves upon straight lines 
only, in a horizontal or vertical direction, to any 
Square not occupied by any piece or pawn of its 
own colour, If the line on which it operates 
terminates in a piece or pawn of the opposite 
colour, it can take such piece or pawn. 


3. Tue BisHop. 

The Bishops move and take upon diagonals only : 
the King’s Bishop upon the diagonals of its own 
colour, the Queen’s Bishop on those of the opposite 
colour; stopping short, however, when it reaches a 
square occupied by any piece or pawn of its own 
colour. 

4. THE Queen. 

The Queen combines the power or Rook and 
Bishop—z.e¢., the Queen may move and take horizon- 
tally or vertically like a Rook, or upon diagonals 
like a Bishop. It is, therefore, the most powerful 
piece on the board, because not only has it the 
power of Rook and Bishop, but it has also the 
privilege to move like either of the two Bishops, 
according to the colour of the diagonal it may for 
the time being stand upon. 
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5. Tue Knic 
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its starting-point and the square to which it moves. 
Thus, in Fig. 2, the white Knight may move to 
K B2,K Kt5,06, QB 5, or QO B 3, but not to 
Q 2, that square being occupied by a piece of its 
own colour.* It may take the black pawn at K Kt 
3, or the black Knight at K B 6. It will be noticed 
that with every move the Knight changes colour— 
viz., from a white to a black square, and vice versd. 


6. Tue Pawn. 


The pawn, in spite of its limited power of move- 
ment, plays a most important ré/e amongst the 
forces, The pawns are the rank and file of the 
army. ‘The pawn is, so to speak, the tirailleur s 
it engages the enemy, advances into the opponent’s 
camp, and clears the road for the officers who follow 
in its wake to the attack; the pawn is mostly the 
first victim, and in the large majority of cases the 
pawn decides the game. Like the private soldier, 
who is supposed “to carry the marshal’s baton in 
his knapsack,” the pawn may be promoted to the 
highest rank. If it reaches the “eight” square, it 
may be converted, according to the choice of the 
player, into a Bishop, Knight, Rook, or Queen. 
Even though the player has still his full comple- 
ment of pieces, any pawn may be so converted. 
Thus a player may have at the end of a game as 
many new pieces as pawns reach the eight squares. 

The pawn may only move one square at a time, 
straight forward on the file on which it is placed, with 
the option of moving fwo squares at first starting. 
Thus in Fig. 3, section a, the pawn at K 2 has the 


* For the meaning of these letters and figures, see Chess 
Notation (p. gro). 
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Bu nGpnePa wn takes on diagonals o ae thus, in section 
b of EM ame ae re, the pawn at K 7, having the 
move, ca res ither the black “Bis hop at K B 8 
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Fic. 3.—The Pawn’s Mov 


or the black. Queen at Q 8, and i in either case it 


of the player, when the converted piece will act 
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immediately in its new capacity. It 1s against the 
laws of the game to leave it still a pawn. 

The pawn cannot move backwards nor sideways, 
but only forward along the “file” on which he 
stands. The pawn is also restricted in his power 
of taking. Thus any adverse piece or pawn stand- 
ing on the adjacent squares to a pawn (other than 
forward diagonals) cannot be taken. Pawns placed as 
shown in section ¢ or d of Fig. 3 could not take each 
other. 

The pawn may also take “en passant,” which 
means that if a pawn moves two squares at starting, 
thus “passing” an adverse pawn which could have 
taken it had it moved only one square, such adverse 
pawn has the option of taking it as if it had moved 
one square only; but the taking em” passant must 
form the next move of the adversary. Thus in 
section ¢ of the diagram, supposing the black pawn 
to have just moved from Q R z to OR 4, it may 
be taken by the white pawn at Q Kt 5; the white 
pawn standing, after the move, at Q R 6. Sucha 
move would be recorded thus: P takes P ep. 


Cuess Norarion. 


It is necessary that the novice be thoroughly 
familiar with the original position of each piece, 
this being the foundation of what is called Chess 
Notation, or the system by which moves are re- 
corded, and without which it would be impossible 
to convey written instruction in the game. Various 
systems are employed in different countries, but 
what is called the English notation is the only 
one with which our readers need trouble them- 
selves. 
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Each square in the two outer rows is named (see 
Fig. 4) atter the piece which occupies it, and the 
other squares by reference to these. For instance, 
the square upon which the King stands is called the 


Hosuy Pi wosan: bsud: bs QB 7 Yj, >> yu } bay 


QRS po8 eh 7, KS G7 KKB 


White, 
Fic. 4.—English Notation. 


King’s Square, or more shortly K sq., or K 1. The 
square in front of it is K 2; the next K 3, and so 
on throughout the file. In Riko manner with the 
other files. The pieces on the right side of the 
King are called the King’s pieces—i.e., King’s Bishop, 
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K B; King’s Knight, K Kt; King’s Rook, K R; 
and the pieces on the left of the Queen are called 
Queen’s pieces—i.e., Queen’s Bishop, Q B ; Queen’s 
Knight, Q Kt; Queen’s Rook, Q R. The same 
rule applies to the black pieces ; so that each square 
has two names, as it may be necessary to describe it 
with reference to the one or the other player. Thus 
White’s King’s square would be Black’s King’s eight 
(K 8), whilst Black’s King’s square would be White’s 
King’s eight (K 8), and so on with all the other 
squares, 


Meruop or Recorpinc GamMEs. 


The following are the abbreviations in use in 
scoring with the aid of the English notation : 

K=King; Q=Q; R=Rook; K R= King’s 
Rook ; Q R = Queen’s Rook; B= ‘Bishop ; sok. Bas 
King’s : Bishop ; 3; QO B= Queen’s "Bishop ; Kt= Knight; 
K Kt= King’s Knight; Q Kt= Queen’s Knight ; 
P= Pawn; ch.=check; dis.ch.= discovered check ; 
e.p.=en passant; Castles, or o—o=Castles on the 
King’s side; and Castles Q R, or o—o—o= Castles 
on the Queen’s side. T'o take may be noted “takes,” 
or shorter thus, x ; (!) indicates a good move; (?) a 
bad or indifferent move ; + the better game; —the 
inferior game; = an even game. To familiarise 
himself with the system the reader is recommended 
to study, with the aid of the board, the following 
example, a “ Ruy Lopez” game, recorded according 
to the English notation. 


WHITE. BLACK, 
X. z. 
rePro Kk 4 # PtoKa 
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z. KttoK B3 z. KttoQOB3 
3. Bto Kt 5 3. PtoORY 
4. BtooR4 4. Kt to B 3 
5. Castles 5. P to O.Kt 4 
6. Bto Kt 3 6. BtoK 2 
74 P to Orn 4%}. Pato: Ong 
8. Pito B. 3 8. Bto Kt 5 
9g. B to K 3 g. Castles 
Io. O Kt toO 2 1o. PtoQ 4 
11.\ KP takes P 1. K Kt takes P 
12-Oitos. z 12% ‘P takes P 
13. B takes P 13. Kt takes B 
14. Kt takes Kt 14. QtoO2 
Th eto 24 rer B to Bes 
16. QtoK 4 16. K B takes Kt 
17. B takes Kt 17. B takes Kt 
18. O takes O B 18. Resigns, 


A variation of this is the “fractional” notation, 
in which White’s move is recorded above the line, 
and Black’s below the line—e.g. : 


pte RK 4 > St to KB 3 


Bto Kt 5 
“Ptok4 *- Kt to Q B 3 


3 Pio R3 & 


The moves may be recorded in columns or in lines, 
according to individual choice. “To” is frequently 
represented by a dash—+.g., instead of P t- K 4, P— 
K 4. A single move of Black is recorded thus: 
I. P'to Ko 4"(or,eb= bed) 104, oe ee 
takes Kt (or, K B x Kt); the dots standing i in lieu 
of White’s preceding move. 


Having mastered the notation, the student should 
next familiarise himself with— 
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Tue TrcunicaL Terms usep in THE Game. 


The more important of these are as under: 

Cueck and Cuecxmate.—The whole object of 
the game is the capture of the opponent’s King, 
though, as we have said, the King is never actually 
taken, the game coming to an end when the next 
move, if made, would result in his capture. If the 
King is attacked, the attack must be accompanied 
with the warning, “Check.” A check may be met 
in three different ways. The player may either 
interpose one of his own pieces* (or pawns) between 
the King and the attacking piece ; he may move it 
out of the range of the attacking piece ; or he may 
take the attacking piece with the King or any other 
of his forces which may be available for that purpose. 
If he cannot resort to either of these three defences, 
he is checkmated, or more shortly, “mated,” and 
the game is lost. 

“Discovered” check is given when, by moving a 
piece, another piece is unmasked which attacks the 
adversary’s King. 

Drawn Game.—Beside the more decided issue of 
checkmate, there is another possible termination of 
a game—viz., the “drawn game,” or “ draw.” 

A draw ensues: 1. If neither side can give check- 
mate. 

2. If both sides remain with King only, or with 3 
single Bishop, or single Knight only in addition. 

3. If both players repeat the same series of moves 
three times, thereby tacitly admitting that they are 


* This is possible in case of a check with Queen, Rook, or 
Bishop, but not in case of check with a Knight or pawn. 


CHESS 
not strong enough to give checkmate, or ,. t they 
inten venture upon another line of play. 


# ate = 
np OF QO) . “Ee 


a A, - ‘” 
i ss 


FIG, Meith aA A sacl ual check.) 
BL ALO Beh, a BEREa gL FaG la bat’ 
other 


a player, having o ae st gam s 
by constantly forcing the oppon 0 move 
by repeated checks. in Me. ¢ "Bla ck is thr eit 


f 
t 
is King 

epea ed 
with checkmate by Q to R 8, or Ot fog dun But, 


CHESS 349 
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mate,” as his King (his only piece) cannot move 
without placing itself in check, the white pawn 
guarding the squares Q B 8 and QO R 8, and the 
King guarding the squares O B 7 and O R 7. 

Castiinc.—Once in the game the King has the 
privilege of making a double move in conjunction 
with either Rook. This move is called “ Castling.” 
In castling on the King’s side, the King is moved to 
K Kt square, and the Rook is placed next to it on 
K B square; in castling on the Queen’s side, the 
King is moved to Q B square, and the Queen’s Rook 
placed next to it upon QO square. 

The right to castle is subject to the following 
conditions : 

1. That no piece of its own or the opponent’s 
colour be between the King and the Rook with 
which the King is to be castled. 

2. That neither the King nor the Rook with 
which it is to castle has yet moved. 

3. The King cannot castle if in check, or into 
check ; neither can he cross a square which is com- 
manded by any of the opponent’s pieces. 

Commanp.—A piece is said to “command” a 
given square if it can take any adverse piece placed 
on such square. 

Devetor.—To move a piece from its original posi- 
tion is to develop it or bring it into play. The 
quicker the development of the pieces the better. 
If a player can concentrate upon a given point a 
greater number of pieces than his opponent is 
enabled to develop for its defence, he must obtain 
an advantage. 

Dovsre Pawn.—Two pawns on the same file. 
A “double pawn” is weaker than two pawns in the 
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same row, because in the former case they must be 
independently defended, whilst in the latter case 
either can be made to defend the other. 

En prise.—A piece or pawn is én prise if so placed 
as to be liable to be taken by any other. Sometimes 
the same phrase is applied to a piece or pawn in- 
sufficiently defended. 

To Excuance.—Is to give up a piece or pawn for 
another of equal value. 

Tue Excnancz.—A player gaining a Rook for a 
minor piece (Bishop or Knight) is said to “win the 
exchange.” His opponent loses the exchange. 

Forcep Move.—Is where the player has only one 
move at his disposal; for instance, in case of a 
check with a Knight, where the Knight cannot be 
taken, and the King has only one square to which 
he can move. 

Forx.—This term is chiefly used where, by ad- 
vancing a pawn, two pieces are attacked. (In Fig. 
3, 4, the white pawn forks K & B.) But it may 
also be used to express that any one piece attacks 
two others simultaneously. 

IsotareD Pawn.—Is a single pawn, the pawns of 
same colour on the right and left being off the 
board. A pawn is said to be “ passed”? when there 
is no pawn of the opposite colour which can bar its 
progress, 

Gamprr.*—Any opening in which a pawn is sacri- 
ficed by the first player in order to obtain a quicker 
development of his pieces is called a gambit. The 
pawn so sacrificed is called the “ gambit-pawn.” A 
counter-gambit is where the second player sacrifices 
a pawn with a similar object. 


* From the Italian Gasrdetto, ‘‘ a trip up.” 
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J’avouss.—(“I adjust”) is said by a player, to 
inform his opponent, Jefore touching a piece or 
pawn of his own or his adversary’s, that such piece or 
pawn is only to be adjusted, but not played. 

Pin.—A picce is said to be “pinned” if it is 
attacked by an adverse piece in such manner that, 
by moving the attacked piece, a more valuable piece 
would be “ unmasked,” and left en prise; but chiefly 
if it is unable to move because it guards the King 
from being in check. 


VALUE OF THE PIECES. 


The approximate value of the pieces, as they 
stand on their respective squares at the beginning 
of a game, is estimated to be as follows: Taking 
the pawn as unit, the value of the Knight is 3.055 
of the Bishop, 3.05; of the Rook, 5.48; and of the 
Queen, 9.94. German authorities estimate (taking 
also the pawn as unit), Bishop=3; Knight=3; 
Rook = 44; and Queen=9. The King in the End 
game is worth 4. Obviously the value of piece or 
pawn changes as the game advances, according to 
the position it occupies for the time being. There 
are, however, general principles which hold good in 
a large majority of cases, For instance, two Bishops 
are more serviceable than two Knights in the End 
game.* Bishop and Knight are also preferable to 
two Knights, but a single Knight is more ser- 
viceable, in most cases, tn the End game than a single 
Bishop. 


* With two Bishops checkmate can be forced, whilst with two 
Knights only checkmate cannot be given against the best 
defence, 
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THE OPENINGS. 


A game of Chess consists of three phases: the 
Opening; the Middle game; and the End game. 
It need not, however, pass through all three stages, 
but may come to a conclusion at either of 
them. 

Tue Opzninc is the development of the pieces. 
A quick and judicious development of the forces is 
half the battle won. From a mistake in the 
beginning of a game—assuming both players to be 
of equal strength—it is difficult to recover. The 
Openings, therefore, should be studied carefully. 

Tue Mivpis Game is entirely a matter of 
practice, and its proper management can only be 
acquired by experience. Both players are here 
thrown upon their own resources, as the analysis 
does not reach beyond the opening. 

Tue Enp Game is a study in {tself, and one 
which will repay the most careful attention. 
There are certain positions which occur frequently 
at the end of a game; these have been systema- 
tically arranged by eminent specialists, and may 
be committed to mem«ry; but the larger number 
(like the Middle game) depend upon ingenuity and 
individual skill. 

The Openings are divided into Opes Games—i.e., 
where White plays 1. P to K 4, and Black replies 
Poss aust tO me es wand: Corse Games—i.e., where 
White’s first move is any other than 1. P to K 4. 
The Open Games will be first dealt with. 

The first opening which we shall describe is the 
Giuoco Piano, “ the slow, or steady, opening,” so 

Zz 
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called because it is a quiet strategical development 
of the forces. 

The game is presented to the reader just as if it 
were played over, and explained by the professor 
over the board. The reasons for each move are 
given in language adapted to the perception of the 
student who plays a game of chess for the first 
time. 


THE GIUOCO PIANO. 
WHITE, BLACK. 
1.PtoK 4 ee 


This move allows most scope for the development 
of two pieces. P to Q 4 also allows this, but it 
gives less scope to the Queen. 

1.PtoK4 


The same observations apply to Black’s first 
move. 


2. Kt to K B 3 


The aim of the player being a quick development 
of his forces, it is advisable to bring each piece into 
play by attacking an adverse piece or Pawn imme- 
diately, if possible. The Kt here attacks White’s 
K P. 

2. Kt to O B 3, 


This move not only defends the attacked Pawan, 
but at the same time brings a piece into play, and 
thus establishes an equilibrium in the development. 
2, 2. Q or K.2, oF 24 wap SO B 3, would be 
unfavourable defences, because the former move 
would prevent the development of the K B, and 


the latter the sortie of the Knight, besides exposing 
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the Queen to attack, It my be taken as a general 
cule that it should be avoided as much as possible 
to defend pieces of less value with pieces of greater 
value. Black could also play herez. ... P toQ 3, 
which is called Philidor’s Defence, or reply, by 
Pp . Kt to K B 3, with an attack upon White’s 
K P, which is called Petroff’s Defence. These will 
be treated later on. 
3.BtoB4 

Clearing the King’s side for castling, rere posting 
the Bishop ready for attacking the present weakest 
point in Black’s position—viz., the K B P; weakest 
because defended by the King only. 
3. BtoB 4 


No immediate danger being apprehended, Black 
brings a piece into play. These three moves on 
either side constitute the opening called the Giuoco 
Piano, whatever be the moves that may follow. 


4. P toQ3 4. P to Q 3 
5. B to Q3 5. Bto Kt 3 
Better than 5... . B takes B, because in that 


case White would obtain an “open Bishop’s file,” 
and double his Rooks upon it after castling; and 
the “double pawn,” which is in the majority of 
positions a weakness, is strong in the centre. 
G6uQ Ke to. Qiz 

The object being to play this Knight. to ,K B sq., 
and then to Kt3. This could also be done if White 
had played 6. Kt to B 3, then Kt to K 2, and Kt to 
Kt 3. The manceuvre in the text is generally 
adopted, because if 6. Kt to B 3, Black could “ pin” 
itwith6.... BtoR4, 
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as 6. Kt to B 3 
7.P to B 3 Rete 
Intending to advance the Q P, and thus prepare 
the formation of a strong centre. 
a 7. BtoQ2 
Threatening to attack and exchange White’s 
Bishop, by playing upon his next move, if feasible, 
g.... KttoQR4. He could not have done so 
before, because of White’s reply, 8. B to Ke 5 : chi, 
forcing the Knight back to B 3, or leaving it at R 4 
out of play. 
8. B to Kt 3 Sens 
White, who does not want to exchange his Bishop 
for Knight, retires it, so that he may play, should 
Black attack it (with 8.... Kt to R 4), 9. B to 
Bz. 
asne 8. QtoK2z 
In the Giuoco Piano it is not advisable for either 
player to castle early, and Black wisely makes a 
waiting move. He is now able to castle on either 
side, according to circumstances. 


g9.QtoKz2 9. PtoK R 3 
This move is strictly defensive. Black might also 
have played 9... . Q Kt to Q sq., and then from 
Q sq. to K 3, which would have been a better 


Manceuvre. 


10. Kt to B sq. 10. B to K 3 
11.BtoR4 11.BtoQz2z 
12. Kt to Kt 3 1z. P to Kt 3 


Black’s defence is somewhat timid. At a previous 
stage he intended to exchange his Q Kt against 
White’s B, and now when White “pins” the 
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Knight with 11. B to R 4, he retires the Bishop, 
so as to ayoid a double pawn. Now he has to prevent 
White’s Knight from moving to B 5, attacking the 
Queen, but in doing so he weakens his King’s position 
for the purpose of castling on the King’s side. The 
student should bear in mind that these pawns are strongest 
in their original position, 
anD to Biz ua 

The Bishop is better placed now at B 2. At 
R 4 it was, owing to the changed position, less 
useful, At its new post it strengthens the centre. 

ys 13.P toQ4 

Black anticipates White’s possible P to Q 4 by 
himself advancing. 

14. Castles 14. P takes P 
15. P takes P 15. Kt to Q sq. 

Black now executes the manceuvre which was 
suggested athisninth move. Butit is not so good at 
this stage. ‘The position is now as shown in Fig. 7. 

16.Q R to Q sq. > 

It is always good to occupy an open file with a 
Rook. 

: 16. K to B sq. 


Black cannot play 16. Kt to K 3, because he 
would thereby leave his K P en prise; he cannot 
castle, because then his K R P would be ex prises 
and if he were to return with the Kt to B 3, he 
would have lost amove, Therefore he has nothing 
better than to move his King into safety to B Sq. 
and then to Kt 2, 

17. Q to Q2 (?) 17. K to Kt 2 
18 PtoK R3 pee 
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To prevent Black from playing 18. B takes 
B; Q takes B, Kt to Kt 5, attacking the Queen. 
18. Kt to B 3 
19. Kt toR 4 tyeea in eed 8 
a Y, 
Ah ve y/ Me iB 


Ch 1. of wy a. a y 
at = 12 
, 2 


tay 2 72. as 
a a ne “a 


nite. 
ae Te 
[Posrrion arreR Buack’s 15TH MOVE. | 


Occupying the “open file” and defending the 
Bishop, so as to free his K Kt, which was before 
fixed, as it had to defend the Bishop. 

20. B takes B 20. R P takes B 


CHESS 359 


It is, in the majority of these cases, better to take 
with the R P, because it gives an additional “ open 
file ” for the entry of the Rook. 


21.QtoK 2 


White has now lost the attack, and is virtually on 
the defensive. He is obliged to move his Queen, 
because Black threatens 21... . B takes P, dis- 
covering an attack upon the Queen with his 
Rook, 


PRs ZT Bator Kas 
22. R takes R 22. R takes R 
23. Bto Kt 3 23. Kato Rez 


A good move, because White threatens, in case 
Black should exchange Bishops, to win the Queen 
with either Kt to B5: ch. P takes Kt; Kt takes 
P:ch., K moves; Kt takes Q. 

24. B takes B 24. Q takes B 


White, having failed in his attack, exchanges 
pieces, so as to simplify the position, hoping thus to 
be able to draw the game. 

25.P toR 3 2s. © toiQrs 

Doubly occupying the “open file,” and so pre- 
venting White from moving 26. R to Q sq., and 
forcing his Rook off the “file,” or an exchange of 
Rooks. But he would have done better to play 
25....Q to Q 2, as White’s next move will 
show. 


26.Q to B3 26.QtoK 3 
Black has lost a move by not playing 25... .Q0 


to Q 2, for now he cannot move his Queen away 
from the protection of the Knight, and the Knight 
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parce eet because his SS ae 
ise. If he moved 26 . to Kt 

a fendi ing Kt and P, White would win rs is Queen 

by playing either Kt to B 5: ch. &c., as pointed 


mE an Ae 


cel J 


a ae ee 


oats 
7 — 


Fic, 8. 
[Posrrion arrer Wuirte’s 28TH MovE.] 


a 


ce 


SQW 


out after Black’s 23rd move; he is consequently 
forced to move as in the text. 


CHESS 361 


27.QtoK 3 cee 
To prevent Black from playing 27. ... R to 
Q 7, which would be a powerful move, as it would 
attack White’s pawns on the Queen’s side. 


27.Q to B § (?) 
28. Kt (R 4) toBs 


(The position being highly instructive, it is illus- 
trated in Fig. 8. White sacrifices a piece on the 
chance of Black not seeing the right defence. In 
which case the subtle threat is as follows— 

eee 28. P takes Kt 
2g. Kt takes P 29. Kt to Kt sq. 
Defending the threatened R P, 
go. Qto Kt3 7 


And wins, as the mate with Q to Kt 7 cannot be pre- 
vented. ) 


eee 28. P takes Ke 


Black would have done better not to take the 
Knight, but to play 28. . . . Kt to Kt sq. 


29. Kt takes P 29. Kt to K sq. (!) 


(As pointed out above, if Black had made what seems to be 
the obvious move, viz,, to defend the R P with 29. . Ktto 
Kt sq., White would win with 30. Q to Kt 3 and mate to 
follow at Kt 7 with the Queen.) 


30. Q takes P: ch. 30. K to Kt sq. 
31. Oto Kt §: ch. 31.KtoRz 


And the game is drawn by White giving “ Perpetual 
check.” That is the utmost he can hope, being a 
piece minus. 
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SzconD VARIATION. Trirp VARIATION. 
First three moves as before. First three moves as before 
P to '.B's™ Castles 
+ Kt to B3t + Kt to B3 
PtoQ4 P to Q 3 
5: P takes P 5p to Q 3 
6 P takes P t 6, BtoK Kts (?) 
* Bto Kt 5 :ch.(!) “P to KR 3 
Bto'O 2 ¢!) BtoR4 
7° Btakes B: ch. 7 Pio K Ktq 
g QKr takes B g, Bto K Kt 3 
PtoQ4ft PtokKR4 
P takes P Kt takes Kt P 
9K Kt takes P * PtoR 5 
val Oxto, Kt 3 B Kt takes P 
Q KttoK 2 P takes B 
a4 Castles Si Kt takes Q§ 
Castles BtoK Kt 5 
With an even game. an Kt to B7 
RtoR4 
13. Q takes B 
Kt takes Q 
R P takes P 
+ Kt to Q5 
Kt to B 3 
sto B 3 


® {ntending to establish a centre at once, 

4 Considered the best reply. Black develops a piece and 
attacks a pawn. 

t Ors... Kt takes P; 9. Kt takes Kt, P toQ 4; 10. B 
to Q 3; P takes Kt; 1x, B takes P, Kt to K2, &e, 

§ lf xx, Kt takes R, Black would proceed with 1%... 
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And Black should win, as he threatens 
to play 16. . . . P toQ4, attacking Bishop 
with pawn and Knight with King, &c. 


FourrH VARIATION. 


First three moves as before. 


P to B 3 P takes Kt 
Kt to B 3 > B takes P 
gee 4 10, 2 to Kt 3 
"P takes P “B takes R 
P takes P ri B takes P : ch. 
*Bto Kt §: ch. "K to B sq. 
Kt to B 3 12.B to Kt § 
"Kt takes K P 
Castles 
"Ke takes Ke 


And wins, for Black can only play 12....Kt to 
K 2, to which White replies 13. R takes B, or R to 
K sq., or Kt to K 5, &c. This variation should be 
carefully studied, for Black will frequently fall into 
the trap thus laid for him. 

From considerations of space, it is only possible to 
give two or three variations of each opening, and 
these in a very condensed form. For further exam- 
ples the reader is referred to Hoffer’s Chess (see note 
on first page of this article). 


THE EVANS GAMBIT. 
The Evans Gambit is in reality only a sub-varia- 
tion of the Giuoco Piano, but might aptly be called, 


QtoK 2; 12, Kt to B 7, B takes P; ch.; 13. R takes Bar 
takes R; ch,; 14. K takes P, Kt to Kt 5; ch.; 15. K to Kt 3, 
QtoB3; 16, Qto Bg, Q toKt 2, &c,, with a powerful attack, 
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im contradistinction to it, Giuoco Presto, the former 
being slow, the latter lively. 


WHITE. BLACK, 
1P*to' Kid 1. PtoK4 
2. KttoK B 3 2,,K¢ ta Bg 
3. BtoB4 3. BtoB4 
4. PtoQKt4 styie 


The first three moves are those of the Giuoco 
Piano. The last move constitutes the Evans Gambit. 
The object of sacrificing the Kt P is to establish a 
centre through the advance of the Q B P and Q P; 
to open an outlet for the Q and Q B, and so obtain 
a quick development of the pieces, and consequently 
a powerful attack. 


Ba iar) 4. B takes P 


If4.... Kt takes P, White replies with 5, P to B 3, and 
after 5. ... Kt to Q B 3 the position is the same. 


§ PtoB3 5§ BtooQB4g 


The Bishop may also retire to R 4, toQ3,ortoK2 The 
two last mentioned moves cannot be recommended, and may be 
dismissed ; but it is desirable to know the variations arising 
from 5.... B to R 4, which is preferred by many eminent 
players. 


6. PtoQ4 6. P takes P 
7. Castles 


White may also play here 7, P takes P, to which Black's 
best reply is7,... Bto Kt3,and notz....BtoKts5; ch. 
Aa 7. PtoQ3 

This is the only safe move in this variation. 
7....P takes P, would be bad unless, on the fifth 
move, Black had played B to R 4, when the so- 
called “compromised ” defence would have ensued. 


for ot 
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7. ».. Kt to B 3, which seems a plausible move here, would 
involve the probable loss of the game—e.g. : 


rhe oe cet 7. KttoB3 

8 P takes P 8 BtoKtg 

On Po toikss ss 9. PtoQ4 

ro, P takes Kt ro. P takes B 

1x. R to K sq,: ch. 11. K to B sq. 

12, Bto R 3: ch. 12. K to Kt sq, 

13, PtoQs 13. KttoR4 

14. BtoKk 7 14. QtoQ2 

15. P takes P ts. K takes P 

16, QtoQ2 16. Qto Kt 5 

17. Qto B 3: ch. 17. K to Kt sq. 

18. Q takes R: ch, 18. K takes Q 

1g. Bto B6: ch, 1g. K to Kt sq. (or Qto Kt 2) 

ao. R to K 8: checkmate 
8. P takes P 8. Bto Kt 3 
g. PtoQs 9. KttoR 4 


The best move. It is the Normal Defence to 
the previous move, which constitutes the Normal 
Attack. 


9. Kt to K 4 would be unfavourable, because of 10, 
Kt takes ‘Kt, P takes ‘et; Bye BatOuR’ 35.05 to, Q 5 (?): rz, Kt to 
Q 2, B takes R; 13. Q takes B, Pto K B 3; 14. Pto Bg, and 
should win. The alternative Knight’s move—viz.,9....Q Kt 
to K 2, is also inferior, because of 10. Pto K 5, Kt to R 3 (Il); 
xx. Kt to B 3, Castles; rz, Kt to K 4, with a good attack. 


10. Bto Kt 2 10. Kt to K 2 (!) 

One of the chief points of the Evans Gambit is 
that Black’s Q Kt is driven to Q R 4, and has to 
remain there for some time inactive, so that Black 
is, for the time being, practically a piece minus for 
the defence. White must, therefore prevent as long 
as possible this Knight from coming into play. It 
will be seen that Black could not have played 
10o.... Kt takes B, because in such case 11. B takes 
K Kt P, winning the exchange. 


1, BtoQ3 sae 
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If White had here played rz, B takes P instead or the text 
move, the continuation might probably have been— 


1x. B takes P 11. Rto K Kt sq. 
12, Bto B6 12. Kt takes B 
13. Q to R 4; ch. 13.QtoQ2 
14. Q takes Kt 14. R takes P: ch, 
1s. K takes R 15. Qto Kt 5: ch. 
16. K to R sq. 16. Q takes Kt: ch. 
17. K to Kt sq. 17. B to R 6, and wins. 
es 11. Castles 
1z. Kt to B 3 12, Kt to Kt 3 
135 Wt tonkeez 13, PtooQB4 


White concentrates his forces for an attack on 
the King’s side, whilst Black, being stronger on the 
Queen’s side, must try to create a diversion on that 
side. 

14. QtoQ2z 14. P to B 3 
Tn. i CO Sq. A 4: 

The King’s move is necessary, else Black could play 
15. ... KttoK4; 16. Kt takes Kt, B P takes Kt, 
and White could not reply 17. P to Bq (an essential 
move for the attack), because Black would then win 
a piece with 17... . P to B 5; discovering check, 
and attacking the Bishop at the same time. 

es 15. BtoBz 

This Bishop being now comparatively useless at 
Kt 3, since the White King has quitted the black 
diagonal, retires, in order to make room for the ad- 
vance of the pawns. 


16. Q R to B sq. 16. R to Kt sq. 
To support the advance of the Kt P. 

17. Kt to Kt 3 17.sPAto tn 

18. Kt to B 5 18. PtoBs 


It is an essential point in the defence to prevent White’s 
Knight from being posted at K 6, [f White is able to accom- 


CHESS 367 


plish this, his attack becomes so powerful that it cannot be 
withstood. It would, therefore, be bad for Black to play, 
i Bat 


because of 19. P takes B, Kt to K 4; 20. B takes Kt, B 
takes B; 21. Kt to Kt 5, fllowed by 22. Kt to K 6 (the dan- 


gerous move just pointed out). 
O 
a ny 
YG, 
“Y 


Black. 


| js Y “tL 13 yy 
thy Y ECT, 
-— 


ne 


a noe 


W nite. 
FIG. 9. 
[Posrrion AFTER Wuire’s 19TH Move. ] 


19. BtoKz 
Not 19 B to Kt sq. Whitew wants to keep a 
pressure upon Black’s pawns. The position is now 
as shown in Fig 9. Neither side has as yet gained 
any marked advantage. 


Sxconp VariaTION. 
Repeat Opening to Black’s eighth move inclusive, 


Kt to B 3 ite ees 
“Bto Kt 5* B takes B 
io BtoQ Kt 5 ; P takes B 
K to B sq.t Kt to Kt 3 
11, Bto K 3 reeset 
K KttoK 2 PtokKR3 
2, toQR4t 16, Rt to K2 
Kt to R 4§ PtoQBy 


With the better game. 


Turrp Varrarion. 


Repeat Second Variation up to White’s ninth 
move inclusive, 


Kt takes P: ch. 


 Ktto R4 > to B sq. 
Bto Kt 5 Kt to Kt 5 

t° Kt to K 2 it Frito Kt 3q. 

7 KttoQ5 15. Kt(Kt5)takes P:ch 
PtoK B3 K to Kt z 

Alas B takes P ‘ B takes Kr 
P takes B R takes Kt 


* A safe defence, though troublesome for a time. 

+ The best move, White threatening with 11. P to Q 5 to 
win a piece. 

¢ 12. Bto K 2 is a sounder move. 

§ The best move. 12.... P to Q R 3 may also be played ; 
but not 12... . P to Q R 4, because it weakens the pawns on 
the Queen’s side for the End game. 

|| Because Black threatens 15... . Kt to K 4, and after 16. 
... Bor Kt takes Kt; 17. P takes Kt, Q to Kt 4: ch., win- 
ning the K P, 
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7 Kt takes R 20, St to K §: ch. 
"Q takes B “KtoR4 
8 Kt to Kt § te Kt takes B 
"K to Kt 3 “Q takes Kt 
Kt to B 
19. Bekrs Even game. 


Fourrn VaritaTION. 


Repeat Third Variation up to Black’s tenth move 
inclusive. 


B takes P: ch. pee 
"K takes B “PtoK R 3 
12, BttoQ$ 16, 2 to Kr 6 
R to K sq. P takes Kt 
13. B takes Kt 17. Kt to B 6: ch. 
R takes B K to B sq. 
14, St to Kt 5+ ch. 1g, Bt to R.7: ch. 
K to Kt sq. K to Kt sq. 


And White draws by perpetual check. 


Tue “CompromiseD” Derence To THE EvaNé 


Gampir, 
WHITE. BLACK, 
1. PtoK4 1 PtoKk4 
2. KttoK B3 2. KttoQB3 
3. BtoB4 3. BtoByg 
4. PtoQ Kt4 4. B takes P 
§. P to Biz 5. BtoR4 


By retiring the Bishop to R 4, instead of to B 4 
as in the previous variations, Black reserves the 
option of adopting either the “ Compromised ” or 


the * Normal” Defence. 
2A 
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6. PtoQ4 6. P takes P 
7. Castles 7, P takes: P 
The capture of this, the third Pawn, constitutes the 
“ Compromised” Defence, so called because it was 
formerly considered that this capture compromised 
Black’s game. 


8. Qto Kt 3 8. Qto B3 
9. PtoK 5 g. Qto Kt 3 
Ifg.... Kt takes P, White would win with ro. Rto K sq., 


PtoQ 3. 11. Kt takes Kt, P takes Kt. 12. Q to R 4, or 
Kt 5: ch., winning a piece. 


10. Kt taker P 10. K Kt toK 2 
11. 25,to Be3 11. Castles 

1z. Kt toQ 5 12. Kt takes Kt 
13. B takes Kt fers 


If White were to capture the Rook, the course of the game 
would probably be as follows— 


13. B takes R 13. Ktto B 5 (1) 

14. KttoR4 14. QtoKts 

1s. Qto Kt 15r. PtoQ4 

16. Q aka 16. B takes Q 

And White must lose one of the two attacked Bishops. 
the 30 PF to'Q3 
14. P takes P 14. P takes P 
15. QR to Q 8q. 15. R toQ sq. 
16. QtoR4 y 9. 
Threatening to win a piece with 17. B takes Kt. 

3. bes 17. Reto Key 
18. B takes Kt 18. P takes B 
19. Q takes B P 19. R to Kt sq. 
20. R takes P 20. Bto K 3 


The only defence, for Queen and Rook are 
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attacked, and he cannot play 20,... takes R, 
because of 21. Q to K 8 mate. 


21. KR to Q aq. 


Threatening 22. R takes R: ch. R takes R: 
23. R takes R:ch. B takes R; 24. Q to K 8: 
mate, 

a) oc 21. PtoK R3 

The position being perfectly even, the game 
should result in a draw. ‘There is no danger now 
for Black to lose a piece, because after 22. R takes 
R: ch., R takes R: 23. R takes R: ch., B takesR; 
24. Qto K 8: ch., K to R 2, White cannot play 
Zhan takes, B, because note.2 Svieoia © toiKtese 
mate, 

Szconp VariATION. 


Repeat the opening from preceding game up to 
White’s 9th move. 


B to Kt 5* 4 Q takes B 

“ Qto Kt 3 Pog + 
7) Kt takes P ie BtoB4 
B takes Kt PtoQ 3 


With the better game. 


THE EVANS GAMBIT DECLINED. 


From the foregoing illustrations of the Evans 
Gambit, it will be seen that this opening is exceed- 
ingly complicated both for the attack and the 
defence. {[t is safer for Black to decline accepting 
the gambit, which is done by playing 4... . B to 


® This move is inferior tog. P to K 5. 
t The best move. rz. . .. Kt to B 3 would be Inferior. 
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Kt 3. The opening is then reduced to a Giuoco 
Piano, White having (theoretically speaking) com- 
promised his pawns on the Queen’s side by having 
advanced them prematurely, which advance may 
prove a weakness in the ending. 


WHITE, BLACK, 
1.PtoK 4 1. PtoK 4 
2. KttoK B3 2. Kt toQB3 
3. BtoB 4 3. BtoB4 
4. PtoQ Kt 4 4. Bto Kt 3 
5. PtoQR4 


The best move. 5. P to Kt 5 is inferior, as shown ex 
haustively in the following variations :— 


5. PtoKts5 5. Ktto R 4 
6. Kt takes P 6. Kt to R 3 (1!) 
7. PtoQ4 7. PtoQ3 
8. Btakes Kt 8. P takes B 
Not 8... P takes Kt, because of 9. B takes P, R to K 
Kt sq.; 10. B takes P: ch., K takes B; 1x. B takes P, Q to 


Kt 4; 12 P to Kt 3, B to Kt 5; 13. P to B 3, with four 
pawns for a piece, which is more than an equivalent. 


g. Kt takes P bas 


Not 9. B takes P: ch., because of 9... K to K 2; to. Q 
to B 3, R to B sq. (1); ru. KttoQ B3, BtoK 3; 12. QtoB 
s, B takes B (if 12. . . . Btakes Q; 13. Kt to Q 5, mate), and 
wins; or 12, Qto R 5, then P takes Kt, and wins. 


Silt 9. QtoB3 
ro. QtoR 5 aeons 
Not ro. Kt takes R, because of 10... . B takes Ps xr. O 
toR 5: ch, KtoK 2; 12. Q to B 7: ch., Q takes Q; 13. B 
takes Q, B takes R, and wins. Equally bad would be ro. P to 
K 5, P takes P; rz. Kt takes P, Kt takes B; 12. Kt takes Kt, 
B takes P, and wins. 
Sb se to. Castles (quite legal) 
ax. Kt takes RP: dble. ch, 31, KtoKt2 


iz, Kt to Kt4 1z, Btakes Kt 
13. Q takes B: ch 13. K to R sq. 
14. QtoK2 v4. B takes P, and wing. 


eee 5. QP toR 3 


Not 5... . Kt takes P, which would be met by 
6. P toR §, with awinning attack. And nots... . 
P to Q R 4, which is inferior to the text move, and 
weakens the pawns on the Queen’s side for the End 
game. 


6. Castles 6. PtoQ 3 
7o PtoB3 7. Kt to B3 
8 PtcQ3 


The position is now equivalent to the Giuoco 
Piano, except that White has advanced his Queen’s 
side pawns, which is a slight disadvantage. 


THE TWO KNIGHTS’ DEFENCE. 


Reverting to the opening moves of the Giuoco 
Piano, in answer to 3. B to B 4, Black may play 
(instead of 3...-.BtoB4),3.... Keto B 3. 
This constitutes the Zwo Knights’ Defence. White 
may continue with 4. P to Q 3, or Kt to B 3, or 
adopt a more spirited line of play with 4. Kt to Kt 
5. Black’s defences being 4....P to Q 4. oF 
4... . Kt takes P. We append one or two lead. 
ing variations : 


WHITE, BLACK, 
1.PtoK 4 1. P to K4 
2. KttoK B3 z, KttoQ Bz 
3. BtoB, 3. KrtoB3 
4. Kt to Kt 5 a 


In the Giuoco Piano, where Black’s Knight 
would be still at Kt sq., this advance would be 
bad, because Black could reply 4.... Kt to R 3, 
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defer a ng the KBP. Here, however, it is the best 
mov Black’s best defence is 


PtoQ4 
A P takes P g, Kti'takes P’(@) 
B 


ah vk | i) 
i ms w a : 
a ae mi ata 


ap ay eee oa 
ae am aad 


YR Y 
GY), TE 


ae AFTER BLack’s QTH MOVE. | 


Not to be recommended. The best move 1s 
— ° 


; oy 
a Kt takes B P (!) 6, K takes Kt 
7. Q to B 3: ch. 7. Kto K 3 
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In order to defend the Knight, which is twice 
attacked. 7... . Qto B 3 would be bad policy, 
for in such case White would play 8. B takes Kt: 
ch.,BtoK 3; 9. B takes Kt, P takes B; Io. Q 
takes P, with three Pawns ahead. 

8. Kt to B 3 8. Kt to K 2 


White attacking the Knight once more, and 
Black defending it again. 
9. PtoQ4 9g. PtoB3 
And we have the position depicted in Fig. 10. 
Black could not play 9... . P takes P, for fear of 
to. QtoK 4: ch., winning back the piece. 
IO: Bito KO Kes Aphcno 
Pinning the Knight, so as to take off one of the 
defences of the Kr at Q 4. 


ns 10. K toQ2 
Eley btakesee 11. K to K sq. 
1z. Castles QR 12.6 t0 i 8 
13. Ke takes Kt 13. B takes Kt 
14. R takes B 14. P takes R 
PeeBito Kt ?ch, 15. Kt to B 3 
16. B takes Q 16. R takes B 


17. P to K 6, and wins. 


Seconp VARIATION. 


Repeat as far as White’s 8th move inclusive. 
Should Black play, instead of 8... . Ktto Kz, 
8. ... Kt to Kt 5, the following variations may 
ensue : 
9. QtoK 4 g. PtoQ Kt4 
io. B to Kt 3 io. Pto B 4 
11. Kt takes P 11. BtoR 3 
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1z,PweQR4 1z. R to B sq. 
13. P toQ3 13. BtoKz 
14. Castles a 


White threatens now a formidable attack with 
15. P to K B 4, to be followed by attacking the 
Knight with the Q B P, and so to win back the 
piece. 

es 14. Bto Kt 2 
rh. erie OLp<4 15. PtoQR 3 

If 15. ... Kt to R 3, White would win with 16. P to 
KB4. 

16. Qto Kt 4: ch. 16. Kto B2 


17, PtooK B4 17. R to B sq. (best) 
18. PtakesP:dis.ch. 18. K to Kt sq. 

19. B to R 6 (!) 19. R takes R: ch, 
20. R takes R 20. B to B sq. 


ai. KttoQ6, and wins. 
For the immediate threat, 22. Q to K 6: ch., or 


Kt takes B, is fatal. 
Txirp VARIATION, 


Repeat the Opening up to Black’s 5th move. 
Btok Zit 


* KrtoQRq* “PtwokR 3 
B to Kt §: ch. Kt to K B 3 
SxPtoulseg =F to Ks 
P takes P Kt to K § 
* P takes P “QtoB2 
* Black gives up a pawn for a temporary counter-attack : it 
isa safer defence than 5. ... Kt takes P, 
+ The only right square for the.ishop, becanse it secures a 


retreat for the Knight on both sides, as will be seen by the 
sequel, 
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1, PtoK By 7p BtoK B4 9) 
B toQ3 Q to Kt 3: ch. 
12, Pte Q4 18 QtoB2 
P takes P ¢,p, " Q takes Q: ch. 
13. B takes P 19 R takes Q 
B takes Kt “Rto K 8: ch, 
QtoK2 R to B sq. 
Uk? Castles ae: R takes R: ch. 
P takes B K takes R, &c. 
of R to K sq. rahe Ne 
6 Castles White has the better pawn 
RR takes P position on the Queen’s side. 


THE RUY LOPEZ. 


This Opening, invented by the Spaniard Ruy 
Lopez in the sixteenth century, is still resorted to 
in tournaments and matches, where caution and 
safety are essential. Instead of developing the 
Bishop to Q B 4 with the intention of an attack 
upon Black’s weakest point—viz., the K B P, White 
plays 3. Bto Q Kt 5, threatening 4. B takes Kt, and 
5. Kt takes P. In answer to 3.Bto Kt 5, Black may 
play 3. 00) Pt @ R 353. .5 0K Kt.fo B 3 
(best); 3... K Ktto K 2 (not so good) ; 3....B 
to B4; 3....KttoQ 5 (not to be recommended) ; 
3. . . . PtoQ 3 (asafe, but dull defence) ; 3.... P 
to B 4 (risky); and 3... .P to K Kt 3, the latter 
involving the development of the K B to Kt 2. 

White’s replies are, in answer to3....P toOR 
3; 4. Btakes Kt; or 4. Bto R 4. Andin answer 
to 3.... Kt to B 3; 4. Ktto B 3; 4. P toQ 3: 
4-QtoK 2; 4. P to Q 4, or 4. Castles. 
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The main defences are 3... . P to Q R 3, and 
2. 25, aint to D 3. The latter is to be preferred ; 
for to a certain extent the White Bishop is not in 
such a favourable position at Kt 5 as at R 4; it 
should, therefore, not be driven into a better one. 


WHITE. BLACK. 
1.PtoK 4 1. (Pte Roe 
2, Kt K B3 2. KttoQB3 
3. Bto Kt § 


These moves complete the Ruy Lopez Opening. 
Pius 3. Bito'O-R3 
4. BtoR4 4 8 
White could here temporarily win a pawn witb 4. B takes 
Kt, Q P takes B; 5. Kt takes P. But s5....Q to Q5 wins 
it back for Black; it is, therefore, useless to exchange the 
powerful King’s Bishop, 
Ae 4. Kt to B 3 
5. Po Q3 aa le eel Ge} 
This is the quietest form of the Lopez and may 
be adopted with safety. 


6. Kt to B3 6. BtoQ2z 

7. Castles 7. BtoKz 

8. PtoQ4 8. PtoQ Kt4 
g. P takes P g. QKt takes P 
10. Kt takes Kt 10, P takes Kt 
11. Bto Kt 3 11. Castles 

1z. Bto Kt 5 Iz, PtooQR4 


A good move, as it anticipates White’s advance of 
the Q R P, and thus renders the Queen’s side safe. 
13. B takes Kt 13. B takes B 
14. PtoQR4 14. Pto Kt § 
It would be bad to play here 14.... P takes P, 
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because it not only would give White an open Rook’s 
file, but also isolate Black’s R P and Q B P, a weak- 
ness from which he could not recover against the 
best play. 

Neither side has so far gained any material ad- 
vantage. 

Szconp VARIATION. 
Repeat the first five moves on either side. 


ator. Kt to Kt 3 
’ Pto K Kt3 * Pr QkKt4 
7 Q Kt toQ2z 1S Bto Ba 
Bito Kt 2 "  P'ta Ora 
Kt to B sq. ‘4 Castles _ 
" Castles "“QtoQ3 


Even game. 


Tuirp Variation, 
Repeat first four moves on either side. 


iB to Ogg B takes Kt 
5. BtoB4 > KrP takes B 

P to B3 iB Kt takes P 

* Qto K 2 (!) ” Kt takes P 

Castles t R to K sq. 
Castles "PtoK Ba 
PtoQ4 a Kt toQ2 

" Bto Kt 3 ‘Oto 5 

Even game. 


Fourth VariaTION. 
Repeat first four moves as above. 
Castles 6 PtoQ4 
* Kt takes P * PtoQ Kt 4 
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7 Kt takes P 16 B to Kt 3 
” Ke takes Kt * "BtoK2 
P takes Kt ri QtoB 3 \ 
4 Pito,O sit " R to Q Kt sq. 
P takes P 


fy Kt takes Pf 
Not 11....B to Kt 2, because ot 12. B takes P ; 
ch., Kt takes B; 13. Q takes B, &c. 
About an even game. 
At the present day, however, as we have said, the 
defence of 3.... P to QR 3 is discarded by the best 


authorities in favour of 3....Ktto K B 3. The 
game may then proceed as follows : 


4. Castles 4. Kt takes P 

5. PtoQ4 Bo tone 

6. QtoK 2 6. Kt to Q 3 (!) 

7. B takes Kt 7. Kt P takes B (!) 
lf 7.... QP takes B, White would obtain an advantage 


by 8. Ptakes P, Kt toB4; 9. RtoQsq., BtoQ2; 10. Pto 
K 6(1), Ptakes P; 11. KttoK 5, Kt to Q 3 (or B to Q 3); 
12. QtoR 5s; ch., Pto Kt 3; 13., Kt takes Kt P, and wins. 


8. P takes P 8. Kt to Kt 2 (!) 
g. Kt to B 3 9g. KttoB4 
10. Kt oQ 4 10. Castles 


The tempting move ro... . BtoR3, winning the exchange, 
would be unsound, because of White's reply 11. Q to Kt 4, 
Castles; 12. Bto R6, &c. 


Another variation proceeds as follows : 


“If7.... P takes B, White gets the piece back with 8. 
Kt takes Kt, P takes Kt; 9. R to K sq., &e. 

+ Here again, if 8. P takes B, White replies 9. Q to O 5. 
&e. 

t As befare, fq... Ptakes B; 10. Qto Q § follows 
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4 PtcQ4 4. P takes P 

5. Castles 5. BtoK2 

6. PtoK § 6. KttoK 5 

7. Rto K sq. 7. KttoB4 

8. B takes Kt 8. Q P takes B (!) 
g. Kt takes P g. Castles 

10. B to K 3 10. R to K sq. 

11. KttoQ B3 11. Kt to K 3 

1z. Kt toB 5 rz. Kt to B sq. 


Even game. 


The remaining Openings, though not less im- 
portant, we shall be compelled to deal with more 
briefly. It must, however, be remembered that it is 
only the first three or four moves on either side (or 
even less) which constitute a given Opening. All 
beyond these are optional, though in many instances 
the best moves in continuation on either side have 
been ascertained by careful analysis, and these are 
consequently known, among players, as “ book ” 
moves, 


PHILIDOR’S DEFENCE. 

After 1. P to K 4, P to K 4; 2. Kt toK B 3, 
Black may defend the attacked King’s pawn with 
2. ... P to Q 3, and this constitutes Phikdor’s 
Defence. 


WHITE. BLACK. 
1. PtoK 4 1.PtoK4 
z, KttoK Bg 2v° Pote@3 
3,1 t0.Ood 3. P takes P 
4. Kt takes P 


If 4. Q takes P. Black replies 4. . Lt toQ B 3 
(best); 5. B to Q Kt 5, B to Q 2; 6. B takes Kt, 
B takes B; 7.B to Kt 5, Kt to B 3; 8.B takes Kt. 
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Q takes B ; 9. Q takes Q, P takesQ ; 10. Kt to B 
3, and Black has two Bishops against two Knights, 
and an open Kt and K file for his Rooks, and con- 
sequently the advantage. 


ce 4. KttoK B3 
5 BtooQB4 5. BtoK2 
Equal game. 
Szconp VARIATION, 
: P to K 4 7 QtoR5:ch. 
oe? tanks, . Kate 
i Kt to K B 3 8 Btokts _ 
MPG * Qtakes P : ch. 
BtoB4 K toQz 
3 Pio K Ba® 9% QitoKts 
4 PtoQ4 10, 2to Kt 6 
WE SEES 2 " R takes Kt 
ye Risto Bis a BtoQs 
KttoK R3 * Pcorbes 
6 Kt takes P * PetOvim Bi xj 5 
“QtoK2fTt * Winning the Q. 


Turrp VaRIATION. 


Repeat the opening of second variation up to 
Black’s fourth move. 


® The original move upon which the opening was based. 
But it is unsound, as the two specimens given sufficiently 
rove, The alternative continuation is 3.... B to K 2; 4. 

to Q 3, followed by 5. Kt to B 3, &ec. 

+1f6.... Rtakes Kt, thenz7. QtoR 5: ch., K to Q 2; 
8, B takes Kt, R takes B; 9. Q takes P: ch., and wherever 
the King moves the Queen mates. 

+ If instead of the text move 1x. ... P to B s, White wins 
with 12, R to K sq. 
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Ke P to Kt 4 : ch. 

by B P takes P a? K takes P ft 

5 Kt takes P 13 Kt toQ 2 

" P takes Kt "QtoB3 

6. QtoR 5 : ch, 14 R to Kt sq. : ch. 
K toQ2 i KtoRs 

7, Qto Bs: ch. 15 PtoQB3 

"K to B3 “PtcQR4§ 

8 Q takes P (K 4)* ve Bito. Kt 6 cichs 
“PtoQR 3 "KtoR6 

yp, Bate Q'piccol 17 Kt to B 4: ch. 
K to Kt 3 ” K takes P 

ae B to K 3: ch. 18. R to Kt 2 : ch. 
BtoB4gt K toR 8 

a B takes B : ch, 19. Castles : checkm. 
K takes B 


This variation has been selected to illustrate mate 
being given by castling. 


THREE KNIGHTS’ GAME. 


The Three Knights’ Game is brought about if, 
atter Ter tok 4,1 to Kg; (2. Ke to K B 3, Kt to 
Q B 3, White plays 3. Kt to B 3. The following is 
an example : 


* Threatening 9. Qto Kt 5: ch, KtoQ 3; ro. Bto Ba: 
eb., and 1x. Qto K 5: ch., &c. 

+ I0,... P to B 4 would be immediately fatal. 

tIfx2,... K takes B, then 13. Q takes K P:ch., K to 
ar eo Carta ER Rat one Dy 15. QtoQ4:ch.,, &c. 

§ Ifzs. ... Qtakes Q; then 16. Rto R4:ch., K moves: 
17, Kt mates either at Kt 3 or at Kt sq. accordingly. 
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1.PwmK4 1. PtoK 4 

2, KttoK B3 2. KttoQB 4 
3. Kt to B3 3. Bto Kt 5 
4. Bto Kt 5 4. K KttoKz 
5. PioOd 5. P takes P 
6. Kt takes P 6. Castles 


Even game. 


FOUR KNIGHTS’ GAME. 


If Black moves 3.... Kt to B 3, the previous 
moves being the same as in the Three Knights’ 
Game, it is called the Four Knights Game. It is 
convertible into a Ruy Lopez, if White plays 4. B 
to Kt 5; and into a Double Ruy Lopez, if Black 
replies 4.... Bto Kt 5. 


WHITE. BLACK. 

1. PtoK 4 1. Po tee 
z. Kt toQB3 2. KttoK By 
3. Kt to B 3 3. Kt to Bz 
4. Bto Kt 5 4. Bto Kt 5 
5. Castles 5. Castles 

6. Kt toQ § 6. Kt takes Kt 
7. P takes Kt qeeeeto Kop 

8. P takes Kt 8. P takes Kt 
g. Q takes P 


If White had played g. P takes Q P, Black’s best 
reply would have been 9....P takes P, attacking 
the Rook; if 9. P takes Kt P, Black replies 9.... 
B takes Kt P, with a promising attack. 

a 9. QP takes P 
10. BtoKz 10, B to Q 3 
Even game. 
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THE VIENNA OPENING. 


If, after 1. P to K 4. P to K 4, White plays 2. 
Kt to Q B 3, the Vienna Opening is the result. The 
Q Kt does not act immediately, but rather seems to 
relinquish the advantage of the first move; but this 
is only apparently so. For in all Openings the Q 
Kt plays an important réle, and, having this piece in 
play, White soon resumes the attack, and with in- 
creased vigour in certain variations. 

The defences for Black are—z....B to B 4; 
22. sgh fO5Kt Se 2....KtrtoQ Bg; 20... Kt 
to K B 3. The latter yields the most satisfactory 
results. 2.... Kt to Q B 3 may lead to the Steinitz 
Gambit, a difficult game for both sides; whilst 2... . 
B to Kt § is the least satisfactory variation of all. 


WHITE. BLACK. 
1, PtoK 4 1, P tofKy 
z, KttoQB3 2. Kt to K B 3 
3. PtoB4 3. P to Q 4 (best) 


In this variation it is not advisable to take the 
offered Gambit pawn, though Black might have 
done so if he had played 2.... Kt to Q B 3 
instead of 2.... Kt to K B 3. 


4. B P takes P 4. Kt takes P 
5. Qto B3 5. Kt toQ B 3 
6. Bto Kt 5 state 


If 6. Kt takes Kt, Blaok would win with 6.... Kt to Q5; 
7. Q to Q 3 (best), P takes Kt; 8. Qtakes P, B to K B 4; to 
he followed by Kt takes P: ch., &c. 

ye 6. Kt takes Ke 
7. Kt P takes Ke (!) 7. BtoK2 


2B 
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8. PtcQ4 
g. Ktto K2 


10. Castles 


With a very good game. 


Szeconp VARIATION. 


I, 


- This gambit is an offshoot 
It leads to a very difficult game, 
be well advised to avoid it. It is, however, 


PtoK4 
Ptok4 
Kt toQ B3 


“BtoB4s 


PtoB4 


Spiga OM OLS: 


Kt to B 3 


"XKttoK B3 


BtoB4 


"Kt to B3 


P toQ 3 


"Btok Kts 


KttoQR4 
B to Kt 3 
Kt takes B 


"RP takes Kt 


Even game. 


8. BtoKk 4 
g. Castles 


Trrrp VARIATION, 


PtoK4 


:: PtoK 4 
1 Kt toQ B3 


Kt toQ B3 
P to K Kt 3 


3 Bto B4 


B to Kt 2 


ZH P toQ3 


KttoR4 
" Bto Kt 3 
Kt takes B 
’ RP takes Ke 
Kt to K 2 


a PtoB4 


P to Q3 
' Kt to B 3 
Even game. 


THE STEINITZ GAMBIT. 


of the Vienna Opening. 
and the student will 
desirable 


that he should know the moves of the Opening. 
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WHITE, BLACK, 
1 PtoK 4 1. PtoK 4 
2. KttoQ B 3 2. KttoQB3 
3. PtoByg 3. P takes P 
4. PtoQ4 


This constitutes the Steinitz Gambit. The White 
King becomes exposed to a violent attack ; but if 
the attack fails, White is able to exchange pieces, 
and so obtain a superior End game, his King (an 
essential factor in the ending) being in better play 
than the Black King, 


THE SCOTCH GAME AND SCOTCH 
GAMBIT. 

Next in importance to the Ruy Lopez and the 
Vienna Opening is the Scotch, an Opening very fre- 
quently adopted in matches and tournaments. If 
after 1.P toK 4,P toK 4; 2. KttoK B 3, Kt to 
QB3; White plays 3. P toQ 4, it is called the 
Scotch Game. Black’s best move 1s 3... . P takes 
P (not 3... Kt takes P), and White can either 
retake the Pawn or leave it. In the latter case the 
Opening becomes the Scotch Gambit. The former 
Opening is considered sounder than the latter, and 
for that reason is met with more frequently nowadays, 
Formerly, when Gambits generally were more in 
vogue, the Scotch Gambit enjoyed corresponding 
popularity, A few of the most essential variations 
of this interesting Opening follow. First, of the 
Scotch game. 


WHITE, BLACK, 


1 PtoK 4 ir PtoK 4 
2.KrtoK By s. KetoQB3 
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3. PtoQ4 3. P takes P 

4 Kt takes P 4. Kt to B 3 

5. Kt toQ B 3 5. Bto Kt § 

6. Kt takes Kt 6. Kt P takes Kt 
7.QtoQ4 7,.QtoK2z 

8. P to B 3 8. PtoB4 

g QtoK3 g. Castles. 


Even game. 


Szeconp VARIATION. 
Repeat the Opening up to Black’s 4th move. 


moe. P takes B 
+ BtoB 4 Ete O.% 

Bto K 3 Kt to B 3 
5: Q to B3 7, P takes P 
6, PtocQB3 10, Et0Q5 

K Kt to Kz Kt to Kt sq, 
~OteQ2 5 Kt takes P 
“ Bakes Kt een 

Even game. 


Tuirp VaRIATION. 
Repeat Opening as before. 


oes B to K 3 
4 Kt takes Kt 7 Q takes O 
5 O takes Kt 8 B takes Q 
=O to. Bs Lge 
6 Ptok 5 
" QtoQ Kr 3 


Even game. 
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WHITE. BLACK. 

I. PtoK 4 I. PtoK 4 
2. KttoK B3 2.2Kt.to,O°B.3 
3. P to, O 4 3. P takes P 
4 BtooQB4 


The Pawn not being re-taken, as in the Scotch 
Game, constitutes the Scotch Gambit. 


“uae 4. BtoB4 
5. Ktto Kt 5 5. KttoR 3 
Not 5.... Kt to K 4, which most beginners 
are in the habit of playing, because White would 
still proceed exactly as after the move given in the 
text, and after the exchanges Black would have the 
K Kt not developed. 


6. Kt takes B P 6. Kt takes Kt 
7. B takes Kt: ch. 7. K takes B 
SCOCtORR 5 sch: 8. Pto Kt 3 
9. Q takes B g. P to Q 4 (best) 
10. P takes P 
If 10. Q takes P: ch., then 10. . Q ae os rz, P takes 


Q, Kt to Kt 5; 12. Keto R 3, R to K sq, : ch.; 13. Kto Qsq., 
Kt takes Q P, & 


10. phe ch, 


11. K to Q sq. 
Forming the position shown in Fig. ae 
=e 11. RtoK 4 
iz; b.fo OB 4 1z, QtoR 5 
13. QtoR3 13. Q takes B P 
14. Q to B 3: ch. 14. Q takes O 
15. P takes Q 


Black has the better game. 


Repeat the Opening up to White’s 6th move. 
Fe QtoRs5 Castles 
QtoKz ™ KttoKk4 
ck. 


i r ve ue an 


ai 
aan! oe 


7 
away Sol os 
are Ae es 


Y 
wane 


UY EY, 


NG 
[Posirion AFTER Warr re’s 11TH Move.] 


(See page 355.) 
B to Kt 3 iG PtookKB4 
P to Q 3 " Kt to B 3 
PtoKR3 And, after Black has castled 
_ BroOg QR, he has the better game. 
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THE DANISH AND CENTRE GAMBITS. 


The opening moves in each case are 1. P to K 4, 
PtoK 4; 2.PtoQ4, P takes P. If White con- 
tinue 3. P to Q B 3, it is called the Danish Gambit, 
which is rarely played now. The Centre Gambit is 
a modification of the Scotch, and similar to it in 
many of the continuations. 3. Q takes P constitutes 
this Gambit. (Strictly speaking, it is not a Gaméit, 
the pawn not being sacrificed.) Latterly the Centre 
Gambit has been somewhat neglected. 


Tue Danish Gampit, 


WHITE. BLACK. 
1Ptok4 Vat to. 4 
z2,.PtoQ4 Zab, takes. e 
3. P toQ B 3 eR 

These moves constitute the Danish Gambit. 

* OR 3. P takes P 
4,.BtoQB4 4. Kt to K B 3 
5. Kt takes P 5. Bto Kt § 
6. Kt to K 2 6. Castles 
Ware tOn irs 7. KttoK § 


(Or 7. ... PtoQ 4, equally good, and leading 
to a livelier game.) 
8. Castles 8. Kt takes Kt 
g. P takes Kt 9. BtroB4 
And White is better developed, for the pawn 
minus. Still Black has a tangible advantage. 


Tue Centre Gampir, 


WHITE. BLACK. 
1PtoK,4 Br to Ke 
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2.PtoQ4 z. P takes P 
3. Q takes P 3. Kt toQ B 3 
4.QtoK 3 “ 


Formerly the continuation was 4. Oto Q sg, Kt to B 3; 
5. BtoQ3.P toQ4, &c., but the text-move is now considered 
superior to the retreat of a developed piece, especially as from 
K 3 the range of the Queen's action on both sides should prove 
more advantageous to White, 

ooh fe 4. Kt to B 3 
5. Kt to Q B3 5. B to Kt 5 

If 5. Pto K 5, Black’s best reply iss... . Kt to K Kt 5 
6. Qto K 4, PtoQ4; 7. P takes Pe.g.: ch., B to Ki35.84P 
takes P, Q toQ8: ch., followed by9... - Kt takes P: ch, 
and io... . Kt takes Q, with the better game. 


PETROFF’S DEFENCE. 


Here, after 1. P toK 4, P to K 4; 2. Kt to K B 
3, Black, instead of defending the K Pwithz2....Kt 
to Q B 3, plays Kt to K B 3, attacking the opponent’s 
K P. This mode of defence is sometimes adopted 
if the second player wishes to avoid the Ruy Lopez, 
Scotch Opening, or Evans Gambit. On the whole 
it yields a safe defence, although somewhat tame in 
the majority of variations. 


THE KING’S GAMBITS. 


The reader has already had several examples of 
Gambits, but others still remain to be described. 
A pawn 18 sacrificed in order to get a compensating 
advantage in a rapid development of the pieces, and 
an immediate attack. Formerly the Gambits were 
played very frequently, but more perfect knowledge 
of the possible defences has caused the less specula- 
tive Openings to be resorted to in preference—a 


CHESS 393 


tacit admission that the Gambits are for the most 
part hazardous for the first player, though they give 
risé to ingenious combinations and _ interesting 
positions, 

The principal Gambits (apart from the “‘ Evans ”) 
are the King’s Knight’s and King’s Bishop’s Gambits. 
From the former spring other well-known Gambits, 
sugh as the Kieseritzky, Allgaier, Muzio, &c. 


THE KING’S KNIGHT’S GAMBIT. 


WHITE. BLACK. 
Tor, to Ki 1.PtoK4 
2,.PtoK By4 2. P takes P 
3. Kt toK B 3 Re. 
This move completes the Gambit. 
3. PtoK Kt4 


This move has a double object. First, it protects 
the Gambit pawn, which would be attacked after 
White’s necessary P to Q 4, and then it enables 
Black to post his B at Kt 2, which is essential, as in 
some variations White might play P to K R 4, when 
without the B at Kt 2, Black could not reply P to 
K R 3, because his Rook would not then be protected, 
and his pawns on the King’s side would be broken 


up. 


4,.BtoB4 4. Bto Kt 2 
5. PtoQ4 SF to O03 
6 PtoKR4 6. PtoK R3 


See previous remark. Of course, were Black now 
to advance the attacked pawn, he would weaken 
the Gambit pawn, 
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WHITS. BLACK, 

7. P takes P 7. P takes P 
8. R takes R 8. B takes R 
9. Qt Q3 


The intention being to play P to K § and Q to 
R 7, attacking two pieces, and threatening mate. 
Black prevents this by— 

ra ie g. Kt to K R 3 

White has not as yet gained any marked advantage 
to compensate for the sacrificed pawn. 

Black’s best defence in the King’s Knight’s 
Gambit is to play 4... . PtoKts, thereby forcing 
White to adopt either the Muzio or the Salvio attack, 
in either of which cases Black should get the best 
of the game, as we proceed to show. 


THE MUZIO GAMBIT. 


WHITE. BLACK. 

nr P tok 4 1.PtoK 4 
2,PtoK B4 2. P takes P 
3. Kt to K B 3 3. Pto K Kt 4 
4. B to B 4 4. P to Kt § 


5. Castles 79.8 
The Knight cannot go back to Kt sq., conse 
quently White must either give it up or play Kt to 
K 5, which will be treated in the Salvio Gambit. 
Leaving the Knight em prise constitutes the Muzio 
Gambit. 


es 5. P takes Kt 
The position is now as represented in Fig. 12, 
6. Q takes P 6. Q to B 3 


7.PtoK § Py 
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This further sacrifice may be regarded as compul- 
sory. White gains time to develop his pieces, as 
Black has, after the capture of the K P, both King 
and Ouseanne an expos AOE 


Black. 
Hae 8 wy n Wp; x 
GY 


re erin 
a .. “a 7m 
ao a ‘a 
7 i oi 
Bee TE 2 


White, 
FIG, 12. 


2 


[Posrrion aFrreR Bracx’s 5TH Move.] 


oe 7. Q takes P 
4 bato Org 8. BtoR 3 
B to Q2 rica 
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Threatening 10. R to K sq.; or if Black plays 
g 2 .)s9Q ‘takes Ps >ro0: B to B 3, &c. White has 
gained no material advantage. 


Szeconp VARIATION, 


Reverting to the position after Black’s 5th move 
(Fig. 12), instead of, as in the preceding variation, 
6. Q takes P, let White play— 


6. P toQ4 


This attack, if not properly met, is extremely 
embarrassing for Black; but, against the correct 
play, it is inferior to the one already given. 


6. P to Q 4 (best) 


ee 9 


7. B takes P 7,QBtoKt5 
8. RtoB2 8. PtoQB3 
9. BtoB4 g. B to Kt 2 
10. P to B 3 10. BtoR 3 
11. Kt toQz 11. KttoK 2 
12. Kt takes P 12. Kt to Kt 3 


And Black even without Castling may assume the 
counter-attack with R to Kt sq., bringing the Queer 
into play as soon as feasible, 


THE SALVIO GAMBIT. 


WHITE, BLACK, 
1% PtoKk4 1.PtoK 4 
2,PtoK Bg 2. P takes P 
3. Kt to K B 3 3. PtoK Kry 
4. BtoB, 4. Pto Kt § 
5. KttoK 5 Se 


This move constitutes the Salvio attack. White 
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attacks Black’s K B P, intending to obtain a com- 
pensating advantage for being compelled to move 
his King without castling. 

5.UOtoR kis ich, 


6. K to B sq. 6. Kt toQ B3 
7. B takes P: ch. 7.KtoK2z 
Better here, as in most cases, than 7....K toQ 


sq., for it keeps an attack upon the B in case the Kt 
has to move. 
8. Kt takes Kt : ch. 8. QP takes Kt 
9. Bto Kt 3 9. Kt to B 3 
10, P to Q 3 1o. Kt toR 4 
Black has by far the better position. 


THE KIESERITZKY GAMBIT. 


Here the opening moves are again: 1. P to K 4, 
PtoK 4; 2. PtoK Bg, P takes P; 3. Kt to K 
B 3, P to K Kt4. If White plays 4. BtoB 4, 
Black can play either 4....B to Kt 2, thus con- 
solidating his King’s pawns, which are difficult to 
break up, or 4.... P to Kt 5, with the consequences 
shown in the Muzio and Salvio. To obviate this, 
White plays now 5.P toK R 4. Black’s Knight’s 
pawn cannot be defended with P to K R 3, the 
Bishop not being yet at Kt 2. Therefore Black’s 
best course (B to K 2 not being good) is 5.... P to 
Kt 5, to which White replies 6. Kt to K 5—the 
Kieseritzky, or 6. Kt to Kt 5, the Allgaier, to be 
considered subsequently. 


WHITE. BLACK, 
1, PtoK 1, PtoK 4 
2. PtoK Bs 2. P takes P 
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3. KttoK B3 3. PtoK Ke 4 
4. PtoK R4 4. PtoKt 5 
5. KttoK 5 5. Bto Ktz2 


Black has various defences here, the best being 
the text-move and 5.... Kt to K B 3. 


6 P to.Q.4 
If 6. Kt takes Kt P, Black replies 6. . PtoQ4;7. Kt te 


B2, Ktto K 2; 8. P' takes P, Castles ; 9: B to K 2, Kt to B 4, 
with the better game. 


+ a: 6. Kt to K B 3 
7. Kt toQ B 3 7. PtoQ3 
8. Kt to Q 3 8. KttoR 4 
g. Kt takes P g. Kt to Kt 6 
10, RtoR2 10. Castles 
11, QtoQ3 11. Kt takes B 
12. K takes Kt 1z. Kt to B 3 


And Black has a good game. 


THE ALLGAIER GAMBIT. 


Here, as in the Muzio, a piece is sacrificed for an 
early and strong attack. The opening moves are— 


WHITE, BLACK. 
i. PtooK4 1. PtoK4 
z, PtooK B4 z. P takes P 
3. KttoK B 3 3. PtoK Kteq4 
4, PtoKR4 Pins 
5. Kt to Kt § 


This move involves the ee of the Knight, 
and constitutes the Allgaier. 
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vee § PtoK R 3 
6, Kt takes K BP 6. K takes Ke 
7. BtoB 4: ch. 7,PtoQ4 


Black gives up this pawn to free his Bishop and 
protect the pawn at Kt 5. 


8. B takes P : ch. 8. K to Kt2 
g. B takes Q Kt P 9. B takes B 
lo. Q takes P : ch. 10. KtoB2 
11. QtoR 5: ch. 11. KtoKz2 
12. © to. Keys + ch, 1z, KtoQ2z 
13. Q takes R 13. Kt to K B 3 


Threatening to win the Queen by 14....Qto K 2, and 
TS. fe tO Rt a, 

14. PtoQ Kt 3 pie 

To be able to play, in reply to 14... . Qto K 2; 15. B to 
R 3. This avoids the immediate danger, but White has no 
tangible advantage. 

An important modification of this is the Allgaier- 
Thorold, in which White at move 7 advances the 
Queen’s pawn, instead of at once checking after 
the sacrifice of the Knight. The following is an 
example of this Gambit, and a probable continuation. 


1.PtoK 4 1. PtoK 4 
2 PtooKB4 2. P takes P 
3. KttoK B3 3. PtoK Kt4 
4. PtoK R4 4. Pto Kt 5 
5. Kt to Kt 5 5. PtooKR3 
6. Kt takes P 6. K takes Kt 
7.PtoQ4 7, PtoB6 
8. BtoB 4:ch. 8. PtoQ4 
g. B takes P : ch, 9. Kto Kt2 
ro, P takes P 10. Kt to K B 43 


Black has slightly the advantage. 
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THE CUNNINGHAM GAMBIT. 


This should rather be called the Cunningham 
Defence to the King’s Knight’s Gambit. The 
opening moves are: 1. P to K 4, P toK 4; 2. P 
to-K..B.4;.P takes P; 3.. Kt'to 1K SBS BMtoti a 
This defence is less favourable than either the 
Muzio or the Salvio, 

The game may proceed as follows— 


WHITE. BLACK. 
4. BtoBy4 4: BaOR& t1Ch, 
5. K to B sq. any Bs 


This is the best move, which should give the advantage to 
White. Less favourable is Cunningham’s own line of play: 5. 
Pto K Kt 3, P takes P; 6. Castles, P takes P: ch.; 7, KtoR 
sq., PtoQ4; 8 Btakes P, KttoK B 3; 9. B takes P:ch., 
K takes B; ro. Kt takes B, R to Bsq.; 11. PtoQ4, K to Kt 
sq., with a good game for Black. 

AD ah it 5. PtoQ4 
6. B takes P 6. Kt toK B 3 


THE BISHOP’S GAMBIT. 


Here the opening moves are: 1. P to K 4, P to 
K 4; 2. PtoK Ba,P takes P; 3. BtoB4. The 
Bishop being developed at this stage, instead of the 
King’s Knight, gives the Opening its name. Its 
special feature is that White exposes himself to a4 
check, which compels him to move his King, and 
thus loses the privilege of castling without gaining 
such an immediate attack as in the Salvio. But 
though White thus gives up the attack temporarily, 
he is able to reassume it with intensified vigour, 
owing to the exposed position of the Black Queen. 
The check with the Queen is therefore now only 
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resorted to in conjunction with 4....P to Q 4, a 
counter-gambit which furthers Black’s development. 


WHITE BLACK. 

1. PtoK4 1. PtoK 4 
z.PtoK Bg z. Ptakes P 
3. BtoB, 3. PtoQ4 


Or 3....Qto R §:ch, followed by Amusigiesd tO 
Q 4. 
4. B takes P 3 
Not 4. P takes P, because of 5. ... QtoR BE Cl rao. tO 


Bsq., BtoQ 3; 7. Ktto K B 3, QtoR4; & PtoQ 4, Kt to 
K 2; 9. Kt to B 3, Castles, with the better game. 


Bs 4. QtoR 5 :ch. 
5. K to B sq. 5. Patok-Ke4 
6. KttoK B 3 6. QtoR4 
7weP fo KR 4 ae 


Upon the same principle as in the other Gambits 
(or, indeed, as in every strong pawn position), viz., 
to attempt to break the force of the united pawns. 


Ars 7. Bto Kt 2 


Seconp VarRIATION. 


Reverting to the position after Black’s 5th move, 
White has two other attacks here—viz., 6.Q to B 2 
and 6. P toK Kt 3, 


6 QtoB3 8 B takes Kt 
“PtoQB3 " R takes B 
QtoQB 3° Q takes P 
AP.t0:B.36. _ ene ee 


* Attacking the Rook, 
2C€ 
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>, Ate B3 2, BtoK 3 
" Pto Kt 5 Bto K 3 

ae P t0Q4* 13 Kt toQ2 
" P to B6 ’ Kt toQs 


With advantage for Black. 


Trrrp VARIATION. 
(First five moves as before.) 


6 PtoK Kt 3 ay Kt to K B 3 
* P takes P ’ Bto R 6: ch. 
7 K to Ke 2} z K takes B 

" BtoQ3 ‘ Pto Kt 5: ch. 
8 PtoK § 13 K to Kt 2 

* B takes P ’ P takes Kt; ch. 
9 Q to K sq. 14 K takes P 

"QtwQs ‘ Kt to K B 3 
to, Btakes Ps che And wins. 

K takes B 


‘Two other continuations for Black should be noted 
by the student—viz., 3. ++ P to K B 4, and 3.--++ 
Ke to K B 3. 


FourrH VARIATION. 
gi ee Pe QtoK2 
“PtoK B4 “,QstouR.5 ¢ ch. 


* x1, Pto K Kt 3 would be bad, because of 11... . P takes 
P; x2. Q takes P, R to B sq.:ch.; 13. K to Kt 2,Q to R 4, 
threatening 14.... BtoRs, winning. 

+ Not 12. P takes P, because in such case Black replies 
12... P to Kt 6, and wins. 

t If 7.QtoB3, Black replies 7... . P to Kt 7:ch.; 8 K 
takes P, PtoK B3; g. B takes Kt, R takes B; x0. Q takes P, 
RB to Ka; 11.Qto KB 3, Rto B sq., with the better position. 
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K to Q sq. 
* P takes P 
6. Q takes P: ch. 
Bto K 2 
PtoQ4 


7 Kt to K B 3 
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8 Q takes B P 


Q takes Q 
9 B takes Q 


Even game, 


Firrn Variation, 


ba Kt to K B 3 
Kt toQ B 3 

Kt to B 3 
Kt to B 3 

" Bto Kt 5 
Castles 
"PtcQ3 


P toQ3 
5 Kt to K 4 
8 B to Kt 3 
"Bro Kt 5 
9 Q B takes P 


Even game, 


THE GAMBIT DECLINED, 


Although, in the majority of Gambits, the defence 
should obtain, if not an advantage, at least an even 
game, some players (fearing to give their opponent the 
chance of a sudden and vigorous attack) decline to 


accept the Gambit. 


There are various modes of refusing the Gambit; 
the one most frequently resorted to being by 
playing BtoB4, The game may proceed as under : 


WHITE, 
ae, Puto Ke 4 
2:28) to. KB 4 
3. KttoK B3 
4c PptOs 


BLACK, 
1PtoK, 
2, BtoB, 
3. PtoQ3 
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Intending to establish a centre with 5 P to Q 4. 
bas 4. BtoK Kt § 
5. BtoKz ee 
5. PtoK R3,B takes Kt; 6. Q takes B, may also be played. 
5. B takes Kt 


6. B takes B 6. Kt toQ B 3 
7, PtoQ Kt4 7. B to Kt 3 
8. PtoKt 5 8. QKttoK2z 
g. PtoQ4 ° 


And White has, so far, carried out his plan of 
establishing a centre. The position is about © 
even. 

The following defence is known as the Falkbeer 
Counter-Gambit, after its author: 


WHITE. BLACK. 


Le P-torK4 1. P orks 
2. PtooK Bg a. F to Ord: 
3. K P takes P DS oh 


Not 3. B P takes P, because of 3....QtoRS: 
ch., which would give Black a winning game. 
ic 3. PtooK s 
Black gives up a pawn for the attack, and a 
spirited game. It would be disadvantageous for 
Black to play 3... Q takes P, because White 
would then develop his pieces quicker, which it 
is the object of Black’s counter-eambit to prevent. 
4. Bto Kt 5 : ch. 4. P to B 3 
Both White’s and Black’s moves are the best 
evailable. 


5. P takes P ce Eceese 
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Black takes with the pawn in order to maintain 
the attack, for which he gave up a pawn. 
6. BtoB 4 6. Kt to B 3 


Again the best moves for both sides. Black could not play 
6... . BtoQ B4, because of 7, B takes P: ch., K takes B; 
8 QtoR5:ch., Pto Kt 3; 9. Q takes B, &c. 


CLOSE GAMES. 


All games which commence with any other move 
than 1. P to K 4, or in which Black replies with 
any other move than 1. ... P to K 4, are called 
Close Games. These Openings are resorted to 
either by the first player, if he has to meet an 
opponent who is well versed in book knowledge, or 
by the second player, if he is afraid to trust himself 
in the wide field of the Open Games, with all the 
numerous variations and combinations, which the 
first player, knowing what Opening he proposes to 
adopt, might have prepared. 

The Close Games require a considerable know- 
ledge of pawn-play, which is a specialty, only to be 
acquired by long experience. In the Open Games 
the attack is mostly made with pieces, while in close 
or irregular games the pawns are pushed forward, 
and the pieces are posted behind them in strategical 
positions, and only come into action after the dispo- 
sitions of the plan of campaign are matured. Any 
attempt at full treatment at the Close Games 
would therefore be out of place in an elementary 
treatise. 

The French Defence and the Sicilian Defence 
are, however, exceptions. They are very frequently 
played. To these, therefore, it will be necessary to 
devote special attention, 
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THE FRENCH DEFENCE. 
WHITE, BLACK, 
1,PtoK 4 P.°P 6 Korg 


This move of Black constitutes the French 
Defence. It gives a safe but dull game, with the 
exception of a few variations, The game may con- 
tinue as follows: 


2, PtcoQ4 4> Pito Q'4 
s0P to § 3. PtoQBy4 
To prevent the establishment of a centre. It 


may be taken as a principle—always try to prevent 
or break the formation of a centre. 


4. PtoQB3 4. Kt toQ B 3 
5. PtooK Bg si ke 
In anticipation of Black’s probable 5... . Q to 
Kt 3, when White would have to develop his 
K Kt 
os é Qto Kt 3 
6. Kt to B 4 . BtoQ2 
7, PtoQ Kt3 ; 
In order to play his Bishop to x 3, which he 


cannot do now, because the Kt P would be ex 
prise. 


gore 7- Rto Bsq 
8. BtoK 3 oso aloe 
9. BtoQ 3 
To prevent 9. . Keto Bg, bie! Bishop 
and Queen’s Pawn. g.... KttoK Kt § would 


be loss of time, as White would play 10. B to 
Kt sq., and then drive the Knight back, 
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ott hes 9. P takes P 
10. P takes P 10. Kt toQ Kt 5 
Ir. P toX OR .3 re A 


The White Bishop cannot move, because of Kt 
to B7: ch., and if 11. Castles, Black would win the 
exchange with 11.... Kt takes B; 12. Q takes 
Kt, B to Kt 4. 

oh 11. Kt takes B: ch. 
12. Q takes Kt 12. Bto Kt §: ch. 
13. K to B 2 (or Q Kt to Q 2) a eke 


With a very good game for Black. 


Szeconp VariaTion, 


WHITE. BLACK, 
Fe oP to Ka 1. PtoK 3 
Ties Be OW 2,PtoQ4 
3 Atte Lb 3 3. KttoK B3 
7d ty (Sh Sa 


P to K § on White’s third move having been 
found unsatisfactory, the modified form here given 
is now fashionable. 


Beats & KKttoQ2 
§. PtoB4 5. PtooQBy, 
Again the attempt to break the centre, 
6. P takes P 6. KttoQB3 


As the pawn cannot be defended, Black utilises 
his time by bringing an additional piece into play. 
7. Kt to B 3 7. B takes P 
8. BtoQ3 8. PtoB3 
Again an attack upon the centre. 
9. P takes P §. Kr takes P 
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To, OrtaskK 2 10. Castles 
11, PtoQ R 3 11. PtoQR3 


The game is so far even. 


THE SICILIAN DEFENCE. 


WHITE. BLACK. 
t: Bato Kala 1. PtcQB4 
This move of Black constitutes the Sicilian 
Defence, its main object being to prevent White 
from establishing a centre. 
2. Kt toQ B3 2. KttoQB3 
White might also play 2. B to B 4, or 2. Kt to 
K B 3; the development of the Q Kt is, however, 
generally adopted. 


3. Kt to B 3 3. PtoK 3 
Pte One AnehtakessP 
5. Kt takes P 5. Kt to B3 
6. Kt(Q4) toKtes5 6. Bto Kt 5 
We PMG he eS 7. B takes Kt: ch. 
8. Kt takes B ree a (op Oty: 


Black remains with an isolated Queen’s pawn 
after the exchanges which follow; but as in most 
forms of the Sicilian Defence, Black’s Queen’s 
pawn is weak, the position arising from Black’s 
text-move is not inferior to any other he can obtain. 


g. P takes P g. Kt takes P 
yo. Kt takes Kt 10, Q takes Kt 
11. Q takes Q 11. P takes Q 
iz. BtoK Bg 12. Castles 
13. Castles 13. BtoK 3 


Even game. 
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THE QUEEN’S GAMBIT. 


The Queen's Gambit, 1. P to Q 4, P toQ4; 
2.,P.to OB, Pitakes P.;.3..P to-Ki3,<or.3 P to 
K 4, or 3 Kt to K B 3, &c,, is rarely played, 
because the Gambit pawn cannot, as in the King’s 
Gambit, be defended by Black with the Knight’s 
pawn; therefore the offered Gambit is usually 
declined (say, by 2... . P to K 3), and the games 
take the form of close openings. The Queen’s 
Gambit Declined is a very popular Opening in 
tournaments, 


THE FIANCHETTO.* 


The Fianchetto takes various form—viz., the 
King’s Fianchetto, wherein White commences with 
1 PtoK Kt 3, and 2 B to Kt 2; and the Queen's 
Fianchetto, where White plays 1. P to Q Kt 3, 
and 2 B to Kt 2; the King’s Fianchetto Defence, 
where Black defends with 1... P to K Kt 3, and 
2....8B to Kt 2; and the Queen's Fianchetto 
Defence, where Black defends with 1.... P to 
© ~Ktaig sand, 2... 0, 'B,to; Ktr2: 5) Lhe. Doze 
Fianchetto is where either White or Black develops 
both Bishops at Kt 2. The shape of White’s devel- 
opment against either Fianchetto defence should 
be as under: 


WHITE. BLACK, 
1. PtoK 4 1. PtoK Kt 3 
2, PtoK Ba 2. (P tORke 3 
3. PtoQ4 3. Bto Kt2 
4. Kt toK B 3 4. P to Kt 3 


* Meaning flank. 
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5. P to B 3 5. Bto Kt 2 
6. B to Q 3 6. Kt to Kz 
7. Bto K 3 7. PtoQ4 
8. PtoK 5 8. Kt to Q2 
9. Q Kt to Q 2, &e. 


All kindred Openings should be treated after this 
manner—viz., the opposing player should aim at the 
formation of a strong centre, so 48 to close the 
diagonal occupied by the Bishop. 


THE END GAME. 


As before stated, the game of Chess consists of 
three parts: 

The Opgnine, i.¢., the strategical disposition of 
the forces; the Mipprz Game, 7.¢., the campaign, 
and the Enp Game. 

The Middle part of the game commences where 
the Opening ceases, and here the player is thrown 
upon his own resources. 

The End Game commences where the Middle 
Game ceases, and this latter stage of the game is a 
study in itself. In the majority of cases the treat- 
ment of the End Game is a matter of intuition. 
The student may, however, be assisted by the know- 
ledge of general principles, and by familiarity with 
certain standard positions, which frequently occur 
in practice. Examples of these positions, and the 
methods of dealing with them, will be given in the 
following pages. 


KING AND PAWN AGAINST KING. 


In the majority of games, either one or the other 
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is a simple method of a ning this ate nce 
who ut calculation (by ts means of the 


maginary 
ice te n Fig. 14). Blackiiforods the 
thus : 
WD 
lddy 


“a an Z 
a ae mat . 


2. 
=_ 


ack, 
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4. R to Kt sq. ai cpa s.Ressch. 

5. K takes R 
Producing the position shown n Fi 8. Le and Black 
draws; for the Black Ke can paths pawn 


aa ae 
ate eae 
ata se a. 
fe ae 
pee 


2s 


White. 
FIc. 
[Wurire tro Move anp Win.] 
before the White King can approach to eee 
onsequently White can o ae ad the 
but th ee ble t spliibifor: 


3 
ext move will bring him within 
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the square (indicated above) in which the pawn 
stands, and in such case he can always overtake it. 
Thus— 


WHITE. BLACK, 

ses 5. KtoKt6 
6. Pto Kt 4 6. KtoB 5 
7. Pto Kt § 7.KtoKk4 
8. Pto Kt 6 8. K toQ 3 
9. PtoKt7 9. KtoBz2 


And the pawn is lost. It will be seen that the 
Black King remains with every move within the 
square of the pawn. 

Fig. 15 illustrates a position in which the pawn 
can be supported by the King. Here if White were 
at once to advance the pawn, the Black King would 
move within the square of the pawn and capture it. 
Therefore the King must go to protect it. 


Tenata O'Z 1. KtoB 5 
2. Kto K 3 2, KtoQ4 
3. KtoBy4 3. Kto K 3 
4. Kto Kt § 4. K to Bz 
5. KtoR6 5. K to Kt sq, 
6. Pto Kt4 6. K to R sq. 
7. Pto Kt § 7. K to Kt sq, 
8. K to Kt 6 8. K to R sq. 


.KtoB7 


If Black had played 8....K to B sq., White would 
have played 9. K to R 7. 


\o 


a, 9. KtoR2 
10. P to Kt 6:ch. 


And the pawn cannot be prevented from queen- 
ing. 
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KING AND ae AGAINST KING. 


The position bei n Fig. a os shortest way 
to che eS the Bla ck Kin ng is as given below : 


Black. 


“628 @ 
a tatane 


8 
ae -k e “e 
ae, se 2. 

‘Ee oa 8 
ae 


BLACK. 


saat 
2a z 

a. , 
a faa" a 


FIG. 17. 
Be Oa nea e Black would then be 
stalemate, ntingen fie ces e must carefully 
guard ite 4 similar positio 


= KtoK 8 
g. Q mates at Kt sq. or R sq. 
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TWO ROOKS AND KING AGAINST 


KING. 


Fig. 17 shows the most unfavoura 
White’s two Rooks. ane shortest 


mate the Black King is 


ble position for 
way to check- 


s follows : 


Black. 


q- 1 
2. R(Ktsq.)toQsq.:ch. 2 


ITE, 
ieee Tone S 
3. RtoK 2 
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4. R to B2:ch. 4. K to Kt 6 
5. RtoB 8 5. KtoR 6 
6. R to Q Kt sq. 6. KtoR§ 
,, Rto R 8, mate. 


KING AND ROOK AGAINST KING. 


Fig. 18 represents the most unfavourable position 
for White. The shortest way to checkmate the 
Black King is— 


WHITE. BLACK. 
1. KtoB4 1. KtoK § 
2. R to K sq.:ch. 2. KtoB4 
3. KtoQ4 3. KtoBs 
4. R to B sq. :ch. 4. Kto Kt 4 
5. KtoK 4 aus 


It will be noticed that the White King always 
approaches at the distance of a Knight’s move, whilst 
the Black King moves either on diagonals, or takes 
the “opposition” to the White King. 


Brees 5. K to Kt 3 
6. KtoK 5 6. Kto Kt 4 
7. R to Kt sq. :ch. 7, KtoR § 
8. KtoB 5 8. KtoR6 
9. KtoB4 9. KtoR7 
10. R to Kt 3 10. KtoR 8 
11. K to B 3 btih tO RLF 
12. Kto Bz 12, KtoR€ 


13. R to R 3, mate. 


N.B.—The Rook can only checkmate on an outer 
row or file of the board. 
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KING AND TWO BISHOPS AGAINST 


KING. 


To checkmate with two Bishops is c 
easy. Fig. 1g illustrates the 


ble 


omparatively 
fare, 


R 
most unfavoura 


wo 


os a a 
at ‘ *, ", 


. sn ae = 


: 


a 
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WHITE. BLACK, 
1. B to Q sq. 1. KtoK 6 
2. Kto Kt 2 2: to. OF 
3. BtoQB2 3. KtoK 6 
4. K to B3 4. K to B 6 
5. KtoQ4 5. Kto Kt 5 
6. B to K sq. 6. K to B 6 
ap to Ce 7. K to Bes 
8. BtoK 4 8. Kto Kt 4 
9. KtokK 5 g. Kto Kt 5 
10. BtoK B2 10. K to Kt 4 
11. BtoK B 5 11. KtoR 3 
12. K to B 6 12, KtoR 4 
13. BtoK 6 13. KtoR 3 
14. Bto Kt 4 14. KtoR2 
15. Keto 7 Ik to Ri3 
White must be careful not to stalemate the Black King. For 


instance, if Black were to play here1s.... K to Rsq., White 
could not play16 BtoK Bs; but must play 16. BtoK 3, K 
toR2; 17. BtoBs5:ch., K toRsq.; 18. Bto Q 4 mate, 

16. B to: K 3: ch, 16. KtoR2z 

17: BtoB 5 eh: 17. K to RB 3g. 

18. B to Q 4, checkmate. 


KING, BISHOP, AND KNIGHT AGAINST 
KING. 


To checkmate with Bishop and Knight is a very 
difficult process. Checkmate can only be forced if 
the Black King is driven to one of the Rook squares 
of the same colour as the Bishop. In the position 
shown in Fig. zo the Black King must be driven 
either to Q R sq.,or KR8. Frequently the Bishop 
and Knight are separated from the White King; in 
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able position (see Fig. 20) in about thirty or thirty- 
one moves. 


WHITE. BLACK, 
1. Kt to Kt 3: ch. 1. K to B 3 
Ifx....KtoBs; then2. BtoQsq., K to B 6; 3. K to 


Kts, K toQ6;4.KtoBs, KtoK 5; 5. BtoB2:ch., K to 
Keane: Kt to Q 4, K to B 3; 7. K to Q6, K to B 2; 8. Kt to 
B3. KtoB3; 9. Ktto K 5, K to Kt 2; ro, K to K 6, and 
the King is gradually forced on to the last row. 


2. Kto Kt 4 2,.K toQ4 
3. Bto B 3: ch. 3. K to Q 3 
4. Kt toQ 4 4. K to K 4 
g. KtoBs 5. K to B3 
6. KtoQ § 6. Ktob2 
7. Ktto B 5 Te to B3 
8. Kt toQ 6 8. K to Kt 3 
9. KtoK 5 9. K to Kt 2 
10. BtoK 4 10. K to Kt sq. 
11. K to B 6 11. K to R sq. 


The King is now on the Rook square of opposite 
colour to the Bishop, and must be driven toK R 8, 
or Q R square, in order to be checkmated. 


12, Kt to B 7: ch. 12. K to Kt sq. 

13. BtoB 5 Brats 
Purposely losing a move (coup de repos) ; it is imma- 
terial where the Bishop moves to so long as it remains 
on the same diagonal, the object being to force Black 
to move, without altering White’s position. 

saps 13. K to B sq. 

14. BtoR 7 Aeczes 
To prevent the King from returning to Kt sq. if the 
Kt moves. 
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sae 14. K to K sq. 
15. KttoK 5 15. K toQ sq. 
16. BtoK 4 16, KtoB2 


17. KttoB4 


The Black King is now gradually forced on to the 
fatal White corner. 
eee 17, KtoQ2 
18. K to B 7 18. K to Q sq. 
19. BtoB 6 19. Kto Ba 
20, Bto Kt 5 : 


Not to R 4, because at Kt 5 the Bishop guards the 
additional square R 6, 


2 ae 20. K to Q sq. 
21. K to K 6 21. K to B sq. 
2z. KtoQ6 22. K to Q sq. 
23. KttoR 5 23. K to B sq. 


24. BtoQ7: ch. 24. K to Kt sq. 
If24.... KtoQsq., then 25, Kt to B 6, check- 


25. K to B 6 25. KtoR2 
26, Kt to B 4 26. KtoR 3 
27. K to B7 cy gee So Zong Pe 
28. BtoB 8 28. K to R sq, 
29. Kt toR 5 29. KtoR2 


30. Kt to B 6: ch. 30. K to R sq. 
31. B to Kt 7, checkmate, 


END GAME WITH TWO KNIGHTS, 


With two Knights alone no mate can be forced, 
except through incorrect play on the part of the 
defence, Consequently the remaining with two 
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Knights should be avoided. If the player has the 
option to change off pieces, he should keep Bishop 
and Knight rather than two Knights. 


GENERAL OpsERVATIONS. 


A good system for the student is to practise one 
Opening only, attack and defence alternately, till it 
is thoroughly well mastered, and so on with every 
other Opening. The student should not get into 
the habit of playing with one colour only, or he will 
find himself at a disadvantage when he catnot have 
his favourite colour. He must not make a move 
without carefully weighing the possible replies. If 
he finds a good move, let him still try to find a Setter 
one. When his opponent makes a move, he must 
try to discover the object of such move, whether it 
is immediately menacing, or only indirectly so. In 
the first case, a suitable defence must be found ; in 
the latter case, he may profit by the respite to bring 
a piece into play. 

The first principle is to develop the pieces quickly, 
and never to commence an attack with insufficient 
forces. Ifa player is able to bring more pieces into 
play than his opponent, it is obvious that he must be 
stronger. The Opening correctly played is fre- 
quently half the battle wen. 

Avoid useless checks. Avoid useless exchanges. 
Bear in mind that it is disadvantageous to be left 
with two Knights only, as mate cannot be given 
with them. If the player has the better game, he 
‘should avoid remaining with a Bishop of different 
colour from a like piece of his opponent, as Bishops 
of different colour frequently lead to a draw, 
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The student should further accustom himself to 
an elegant style of play—viz., strictly to adhere to 
the laws of the game ; never to take back a move; 
never to touch a man until he has determined where 
to move it ; and to move his pieces quietly, 


BistroGRaPHY oF CHEss. 


The literature of chess is very extensive, but 
many of the best works would be practically useless 
to a beginner, as too advanced for his capabilities. 
Any of the works mentioned next below may be 
studied with advantage by the learner, 


CueEss * (Oval Series). By L. Hoffer. Routledge. rs. 

COMMON SENSE IN CHESS. By E. Lasker. Bellairs & Co. 
2s. 6d. nett. 

Cuess. By R. F. Green. Bell & Sons. 1s, 

THE CHESS-PLAYER’S MENTOR. By F. J, Lee and G. H. D, 
Gossip. Ward & Downey. 1s. 

THE CHESS-PLAYER’S VADE MECUM. By G. H. D. Gossip. 
Ward & Downey. Is. 

THE CHESS OPENINGS. By I. Gunsberg. Bell & Sons. 1s. 

THE CHESS-PLAYER’S POCKET BOOK. By James Mortimer. 
Sampson Low & Co. ts. 

Six PRACTICAL CHESS OPENINGS. Anon. British Chess 
Company. 6d. 

Srx CHESS LESSONS FOR JUNIOR PLAYERS. By S. Tinsley. 
British Chess Company. 6d, 

FirtTy PAWN PUZZLES, Anon. British Chess Company. 4d. 


To more advanced players may be recommended, in 
addition— 


THE CHESS-PLAYER’S HANDBOOK. By Howard Staunton, 
Bell & Sons. 55. 


* The work of which the present article is an abridgment. 
The Openings here given will be found treated in this book at 
much greater length, with others scarcely less valuable, and « 
fund of general Chess information, 
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Tue CnHess-PLAYer’s COMPANION. By Howard Staunton, 
Bell & Sons. 55. 

gi GAMES oF CHESS. By J. Léwenthal. Bell and 

ns. . 

CuEss OPENINGS, ANCIENT AND MODERN. By E. Free- 
borough and C. E. Ranken. Kegan Paul & Co. 8s. 

Cugss ENDINGS. By E. Freeborough. Kegan Paul & Ca, 
75. 6d. 

SELECT CHESS END-GAMES. By E. Freeborough. Kegan 
Paul & Co. 1s, 6d, nett. 

Cuess Stupizs AND END GAMES. By J. Kling and B, Hor- 
witz. Bell & Sons. 7s. 6a. 

SYNOPSIS OF THE CHESS OPENINGS. By William Cook, 
Simpkin, Marshall & Co. 4s. 

Tur CHEss-PLAYER’S MANUAL. By G. H. D. Gossip. Rout- 
ledge. 75. 6d. 

THE PRINCIPLES OF CuEss. By James Mason. Horace Cox. 
as. 6d. 

Tue Art oF CHEss. By James Mason. Horace Cox. 55. 
nett. 

Cuess OPENINGS. By James Mason. Horace Cox. 2s, net, 

Cyess MASTERPIECES. By H. E. Bird, Dean & Sons. 35. 

Cuess Practice. By H. E, Bird. Sampson Low & Co. 
as. 6d. 

Cuess Novettizs. By H. E. Bird. Warne & Co. 35. 6d. 

MODERN CHESS BRILLIANCIES. By G. H. D. Gossip. Wa 
& Downey. IS. 

{Tue HASTINGS CHESS TOURNAMENT BOOK (2695). Edited 
by Horace Cheshire. Chatto & Windus. 75, 92, net, 


DRAUGHTS. 


“In friendly contention, the old men 
Laughed at each lucky hit or unsuccessful manceuyre— 
Laughed when a man was crowned, or a breach was made in 
the king-row.”’ 
LONGFELLOW— Evangeline. 


Tue game of Draughts is played on a board of sixty- 
four squares of alternate colours, and with twenty- 
four pieces, called men (twelve on each side), also 
of opposite colours. It is played by two persons ; 
the one having the twelve black or red pieces is 
technically said to be playing the frst side, and the 
other, having the twelve white, to be playing the 
second side, Each player endeavours to confine the 
pieces of the other in situations where they cannot 
be played, or both to capture and fix, so that zone 
can be played; the person whose side is brought to 
this state loses the game. 


The essential rules of the game are as under— 

The board shall be so placed that the bottom 
corner square on the left hand shall be black. 

The men shall be placed on the black squares,* 


* In England it was formerly the custom to play on the 
white squares, but the Scottish practice of using the black 
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The black men shall be placed upon the supposed 
first twelve squares of the board; the white upon 
the last twelve squares, 

Each player shall play alternately with black and 
white men. Lots shall be cast for the colour at the 
commencement of a match, the winner to have the 
choice of taking black or white. 

The first move must invariably be made by the 
person having the black men. 

At the end of five minutes “Time” may be 
called ; and if the move be not completed on the 
expiry of another minute, the game shall be adjudged 
lost through improper delay, 

When there is only one way of taking one or more 
pieces, “Time” shall be called at the end of one 
minute ; and if the move be not completed on the 
expiry of another minute, the game shall be adjudged 
lost through improper delay. 

After the first move has been made, if either 
player arrange any piece without giving intimation 
to his opponent, he shall forfeit the game ; but, if 
it is his turn to play, he may avoid the penalty by 
playing that piece, if possible. 

After the pieces have been arranged, if the person 
whose turn it is to play touch one, he must either 
play that piece or forfeit the game. When the 
piece is not playable, he is penalised according to 
the preceding law. 

If any part of a playable piece be played over an 
squares is now generally adopted. So far as the course of play 
is concerned, the one plan is as good as the other ; and in all 
treatises on the game the men are, for typographical reasons, 
shown on the white squares, This involves a corresponding 


alteration of the position of the board, which is shown with a 
white bottom square on the left hand, 
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ungle of the square on which it is stationed, the play 
must be completed in that direction. 

A capturing play, as well as an ordinary one, is 
completed the moment the hand is withdrawn 
from the piece played, even though two or more 
pieces should have been taken. 

When taking, if a player remove one of his own 
pieces, he cannot replace it, but his opponent can 
either play or insist on his replacing it. 

Either player making a false or improper move 
shall forfeit the game to his opponent, without 
another move being made. 

The “Huff” or “Blow” is, defore one plays his 
own piece, to remove from the board any of the 
adverse pieces that might or should have taken. 
The “ Huff” does not constitute a move. 

The player has the power either to Auf, compel 
the take, or to let the piece remain on the board, as he 
thinks proper.* 

When a man first reaches any of the squares on 
the opposite extreme line of the board, it becomes a 
“King.” It must be crowned (by placing a man of 
the same colour on the top of it) by the opponent, 
and can afterwards be moved backwards or forwards 
as the limits of the board permit. 

A Draw is when neither of the players can force 
awin. When one of the sides appears stronger than 
the other, the stronger party may be required to 


* A player may be huffed for not taking the full number of 
men he should have taken by the play adopted. ‘Thus if he 
takes one man only, where by the same play, duly continued, he 
could have taken two, he is liable to the huff. If, however, he 
has the choice of two moves, by one of which he would take a 
larger number of men than by the other, he is under no obliga- 
tia to adopt that move, 
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compicte the win, or to show a dec ided advantage 


oe. ° ie oo 
omome 8. 
He: ones 
ae 
Beaeneme 


jail) soqndise aiesaai PBA 
Fic. 1 


atte in which, he must relinquish the game 
draw 


The above diagram (Fig. 1) shows the board set 
for play, a promtaibew lone ars! ught-board num 
bered for the pur ording moves. 
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The men being placed as shown in Fig. 1, the 
game is begun by each player vine alternately 
one of his alon 1 on _o . 


noo oO 
song” 
pooo'n 
) ae ve oe co 
Toe e 


GZ 
a 


Black. 

Fic. 2. 
to right or left square at a time, unless they 
have attained f the fours nt 
furth f the board (technically termed th 
“crown-head”’). This done, they becom g 
and m ther forwar hackward. Th 
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pieces take in the direction they move, by leaping 
over any opposing man that may be immediately 
contiguous, provided there be a vacant square behind 
it. If several men should be exposed by having 
open spaces behind them alternately, they may be 
all taken at one capture, and the capturlng piece is 
then placed on the square beyond the last man. 

To explain the mode of capturing by a practical 
illustration, let us begin by placing the men as for a 
game. You will perceive that Black, who always 
plays first, can only move one of the men placed on 
g, 10, II, or 12 ; supposing him, then, to play the man 
on 11 to 15, and White to answer this by playing 
22 to 18, Black can take the white man on 18 by 
leaping from 15 to 22, and removing the captured 
piece from the board. Should Black not take the 
man on 18, but make another move—say 12 to 16, 
for instance—he is liable to be “‘huffed”; that is, 
‘White may remove the man (that on 15) with which 
Black should have taken, off the board for not taking. 
When one party “‘huffs” the other in preference to 
compelling the take, he does not replace the piece 
his opponent moved, but simply removes the man 
huffed from the board, and then plays his own move. 


GENERAL ADVICE. 


It is generally better to keep your men in the 
middle of the board than to play them to the side 
squares, as in the latter case one-half of their power 
is curtailed. 

When you have once gained an advantage in the 
number of your pieces, you increase the proportion 
by exchanges, but in forcing them you must take 
care not to damage your position, Open your gzme 
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at all times upon a regular plan; by so doing you 
will acquire method in both attack and defence. 
Accustom yourself to play slowly at first, and, if a 
beginner, prefer playing with better players than 
yourself. Note their methods of opening a game, 
and follow them when opportunity presents itself. 

If playing against an inferior, it is as well to keep 
the game complicated; if with a superior, to simplify 
it. Avoid scattering your forces ; as they get fewer, 
concentrate them as much as possible. 

Never touch the squares of the board with your 
fingers; and accustom yourself to play your move 
off-hand, when you have once made up your mind. 

Do not lose time in studying when you have only 
one way of taking, but take quickly. 

Pay quite as much attention to the probable plans 
of your adversary as to your own. 

Remember that the science of the game consists 
in so moving your pieces at the commencement as 
to obtain a position which will compel your adversary 
to give his men away. One man ahead with aclear 
game should be a certain win. 

In conclusion, the student is strongly advised to 
study and master the theory and practice of the play 
embraced in the First, Second, Third, and Fourth 
Positions (see post), These endings, in different 
forms, are of very frequent occurrence, and should 
be thoroughly mastered, 


Tue Names oF THE Various OPENINGS AND 
HOW FoRMED. 


1. The “ Ayrshire Lassie” is formed by the first 
four moves (counting the play on both sides): 11 to 
15, 24 to 20, 8 to 11, 28 to 24. 

2" 
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2. The “Bristol” is formed by the first three 
moves: 11 to 16, 24 to 20, 16 to 19. It was so 
named in compliment to the players of that city for 
services rendered to the late Andrew Anderson, one 
of the greatest masters of the game. 

3. The “Cross” is formed by the first two moves. 
II to 15, 23 to 18. It is so named because the 
second move is played across the direction of the 
first. 

4. The “Defiance” is formed by the first four 
moves: II to 15, 23 to 19, 9 to 14,27 to 23. It is 
so named because it defies or prevents the formation 
of the “ Fife” game. 

5. The “Dyke” is formed by the first three 
moves: II to 15, 22 to 17, 15 to 19. 

6. The “Fife” is formed by the first five moves: 
II to 15,23 to 19,9 to 14, 22 to 17, 5 to g. It 
has been so called since 1847, when Wyllie, hailing 
from Fifeshire, played it against Anderson. 

7. The “Glasgow” is formed by the first five 
moves: II to 15, 23 to 19, 8 to II, 22 to 17, II to 
16. It has been known by this name since Sinclair, 
of Glasgow, played it against Anderson at a match 
in 1828. 

8. The “Laird and Lady” is formed by the first 
five moves: II to 15, 23 to 19, 8 to II, 22 to 17,9 
to 13. It was so called from its having been the 
favourite opening of Laird and Lady Cather Cam- 
busnethan, Lanarkshire. 

g. “The Maid of the Mill” is formed by the 
first five moves: II to 15, 22 to 17, 8 to II, 17 to 
13, 15 to 18. Itwas so named in compliment toa 
miller’s daughter, who was an excellent player, and 
partial to this opening. 
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10. The “ Old Fourteenth ” is formed by the first 
five moves: II to 15, 23 to 19, 8 to 11, 22 to 17,4 
to 8. It was so named through being familiar to 
players as the fourteenth game in Joshua Sturge’s 
Guide to the Game of Draughts, published in 1800, 
which for many years was the leading authority on 
the game. 

11. The “Second Double Corner” is formed by 
the first two moves: II to 15, 24 to 19. It is so 
named because the first move of the second player is 
from the one double corner towards the other. 

12, The “Single Corner” is formed by the first 
two moves: II to 15,22 to 18. Itissonamed from 
the fact of each of these moves being played from 
one single corner towards the other. 

13. The “Souter” is formed by the first five 
moves: II to 15, 23 to 19, 9 to 14, 22 to 17, 6 to 
g. The game was so named owing to its being 
the favourite of an old Paisley shoemaker (Scotticé, 
souter). 

14. The ‘“*Whilter” is formed by the first five 
moves: II to 15, 23 to 19, 9 to 14, 22 to 17, 7 to 
11, “Whilter” or “‘Wholter,” in Scotch, signifies 
an overturning, or a change productive of con- 
fusion. 

15. The “ Will-o’-the-Wisp” is formed by the 
first three moves: I1 to 15, 23 to 19, 9 to 13. 


N.B.—The reader should observe, in studying the 
position following, that the numbering of the squares 
always starts from the 4/ack side of the board, 
whether black occupy the upper or the lower rows. 
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END GAMES. 
Two Kincs ro ONE. 


Solin gbdien ¥ bee os ee Ge n the double 
rer (see Fig. 3) is often as * of diffi ulty to 


——— 


Sone 


White. 


FIG. 3. 
[Wurre tro Move anp Win.] 
the learner, and yet, once known, nothing is more 
simple. The following shows how to force the win: 
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Solution. 
22.18 Es 1.5 
5.9 10.6 9.13 
TT.1S 5.1 10.15 
9.6 14.10 Eaui7 
18.14 1.5 15.18 
6.1 6.1 17.13 
15.10 5-9 18.22 


W. wins. 


Tree Kincs To Two, 


This, again, is a state of things of very frequent 
occurrence, and the novice, even with the stronger 
game, may find it somewhat difficult to deal with. 

The proper course for White is either to pin one 
of Black’s men, and then go for the other, or to 
force an exchange, so as to be left with two Kings 
to one, when the game, as we have seen, is a fore- 
gone conclusion. To avoid this, Black naturally 
endeavours to reach the two double corners, so as to 
have his men as far apart as possible, and to divide 
the attacking force. Where Black adopts these 
tactics the proper play, on the part of White, is to 
get his three Kings in a line on the same diagonal 
as Black’s two. Thus, if Black is at 32 and 5, 
White must manceuvre to place his men upon 
squares 23, 18 and 14. If Black occupies 28 and 
x, White must secure 19, 15 and 10. In this position, 
however Black may play, he is compelled, on 
White’s next move, to accept the offer of an 
exchange, White has then two Kings to one, and 
the game is practically st an end, 
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es itio 


oan aa 
ao mon 
aa Oe 
aaa ans 


ituati n 
as ae First, ird, a ourth Positions. 
It is highly de des aes that the student should make 
at mself well a . nted with them 
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Frrsr Posrrion. 
Black. 


EE 


[Brack to Move ann Win] 
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5: 1.5 
a 10.6 
9.13 18.15 
10.14 21.17 
13.9 Rat 
14.18 6.9 
9.6 15.18 
18.15 E703 
30.25 18.15 
15.18 9-14 
6.10 1.5 
by 14.17 


Variation J. 


22.18 5.9 
T5 10.15 
18.15 V.2—9.5 
5.1 15.18 
15.10 5-9 
125 Ie5 
10.6 9.6 
g.1 18.15 
14.10 21,37 
1.5 5.1 
6.1 6.9 


Variation 2%. 


17.13 
1.5 
14.17 
1§.10 


5.3 
6.2 
Ds 
22.17 

14.9 


B. wins. 


Continue 23 
trunk at 
S. 


B, wins. 
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a an as a a 
a 2 aaa 

aetete* 
a. “8 va 


5: 
BS 
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Solution. 


23.18 
23.24 
18.14. 
24.19 
6.10 
19.23 
10.15 
23:27 
15,19 
27.32 
19.24 
32.28 
24.27 
28.24 
27.32 
24.28 
32.27 
28.32 
27124 
32.28 
24.19 
28.32 
19.15 
32.28 
15.10 
28.24 
10.6 


24.19 


15.19 
B, wins. 
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THIRD aac 
Blac 


a ee 
on i i 
Hee 
snem a 
Sateen 
_o o 
oo oe 
eae 


IG, 7. 


= 
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18.22 

Mie: 

V, 3—22.25 
2.7 

Wey 2 

Ti 

Vi. 4—22.25 

11.15 

25.22 

23.27) 

22.26 


VariaTion 1. 


10.15 
30.26 
15.19 
26.30 
19.23 
22.26 
23.18 


VaRIATION 2. 
5.14 
30.26 
14.18 
B. wins. 


A 
18.15 


Variation 8. 
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VariaTion 4, 


22.18 22.26 22.26 
23.27 27.24. 20.16 
18.22 26.22 26.22 


11.15 24.20 16,12 
B. wins. Ver ry critical, and r eam res extreme care 
in forcing the win 


Fourtu ost ITION. 
Bla 


Pa 


YY; Yy Yyyy 
a = 2 2 


Y ty 
WM 
om Sy 7 
Yj y Wilda, 2 YY 
Y “yp 


[Brack To Move anp [Wuire to Move anp 
Wi. ] RAW. ] 
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Solution. 

Black to move. White to move. 

28.24 32.27 31.27 22.18 

32.28 24.28 23.19 31.27 

24.20 27.32 Safle) 28.24 
28.32 18.22 19.24 gfe 

22.18 Leesa 32.27 18.23 

31.27 22.26 24.20 31.26 
23.19 30.23 27.32 Drawn. 
2 7ak 28.24 


19.24 3B. wins. 


For further information as to the science of the 
game, see the article “Draughts” in The Book of 
Card and Table Games, of which the above account 
is an abridgment. The reader desirous of still more 
minute information will find it in The Game of 
Draughts Simplified, by Andrew Anderson. The 
fifth edition (1887) of this standard work (James 
Forrester, 25. 6d.) is edited by Mr. Robert McCulloch, 
the writer of the above-mentioned article. Mr. 
McCulloch has also produced a book of his own, 
The Guide to the Game of Draughts (Bryson & Co., 
Glasgow, 25. 6¢.). ‘These are thoroughly up-to-date 
publications. We may mention in addition the 
American Draughtplayer, by H. Spayth, the accepted 
authority in America, and two valuable works by 
Mr. Joseph Gould, Tée Problem Book, and Match 
Games, 
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ROULETTE 
AS PLAYED AT MONTE CARLO. 


By Caprain Brownine. 


(“Slambo” of The Westminster Gasette.) 


Tue Roulette table, which is covered with a green 
padded cloth, and marked out as shown in Fig. 1, is 
divided into two portions, the Roulette, or Wheel as 
it is commonly called, itseif being let into the centre 
of the table between these two portions. 

Fig. 1 is an illustration of one-half of the table, the 
other half being marked in exactly a similar manner, 
It will be seen that the cloth is divided into three long 
columns of figures, marked from 1 to 36. At the 
bottom end of these columns there are three spaces, 
representing all the numbers in the first, second, and 
third column respectively. There are three similar 
spaces both on the right and on the left, marked 
12 D, 12 M, 12 P, indicating the third (Derniére), the 
second (Miliex}, and first (Premiere) twelve (Douzain) 
numbers, 

On either side of the column of figures are further 
spaces to mark the Rouge (or Red numbers) ; Impatr 
(or odd numbers), Manque (all numbers from 1 to 18 
inclusive) on the one side 3 and the Noir (or Black 
numbers), Pair (or even numbers), and Passe (all 


448 ROULETTE 


numbers from 19 to 36 inclusive) on the other side; 
at the top of all is the space reserved for zero. 

The Roulette, or Wheel, itself (fig. 2) consists of 
a narrow circular ledge (A. A.) fixed in the table, and 
sloping downwards. Within this ledge is a brass 
cylinder (C. C.), suspended on a pin at its centre, 
and capable of being made to revolve by means of a 
cross-head or handle (H. H.). 

The outer edge of the brass cylinder is divided 
into thirty-seven small compartments, numbered in 
irregular order from I to 36, and coloured alternately 
Red and Black; the 37th compartment being the 
zero. 

The game is played in the following manner. A 
croupier—styled the Tourneur—calls out, “ Messieurs, 
faites vos jeux,” when the players place their stakes on 
that portion of the cloth which indicates the chance 
they wish to play upon. The tourneur then says, “‘ Les 
jeux sont fait,” and throws a small ivory ball round the 
inclined ledge (A. A.) in one direction and turns the 
cylinder in the opposite direction. When the ball is 
coming to rest the croupier calls out, “ Rien ne va plus,” 
after which no further stakes can be made. As the ball 
comes to rest it gradually slips down the ledge, and 
finally lodges in one of the compartments in the cylin- 
der. The number of this compartment is the winning 
number, and upon its colour, figure, &c., depend the 
results played for. It is announced by the tourneur 
in this way, “ Onze, noir, impair, et manque,” which 
means that number 11, the Black, the uneven, and 
the manque (numbers 1 to 18) win. ‘The losing stakes 
are first raked into the Bank, then the winnings are 
paid, after which the towrneur again says, “ Messteurs, 
faites vos jeux,” and the game proceeds as before. 
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There are no less than eight different methods of 
staking at Roulette. Besides the three even chances : 
Red, Black; Pair, Impair; Passe or Manque, one 
single number may be backed. This is called staking 
én plein. Or two numbers may be coupled (4 cheval) ; 
or three numbers (transversale pleine) ; or four numbers 
(carré) 3 or six numbers (transversale simple, or sixaine). 
In addition, the first, second, or thitd dozens of num- 
bers (Douzaine Premiere, Milieu, or Derniére), and the 
first, second, or third column each of twelve numbers 
may be staked upon. The odds offered by the Bank 
against backing a single number en plein is 35 to 1, 
and the odds against the other chances in proportion : 
thus against either of two numbers appearing 17 to 
I is paid ; against either of three numbers, 11 to 1; 
against either of four, 8 to 1, andso on; while obvi- 
ously against each dozen, or column, 2 to I is paid ; 
the Red, Black, Pair, Impair, Passe, or Manque being 
even money chances. 

A player wishing to stake on any of the even 
chances, or the dozens, or the columns, places his 
money on the portion of the cloth marked out 
for that chance. To back a single number, the 
stake is placed where that number is painted on the 
cloth; to back both of two numbers, the stake is 
placed @ cheval—that is, on the line between these 
two numbers. To stake on three numbers with one 
coin, the amount is placed on the border-line of the 
outside number of three numbers. Four numbers 
are backed when the coin is so placed that it touches 
all four numbers, and six numbers are combined in 
one bet by placing the stake on the outside of the line 
dividing these six numbers. Zero may also be staked 
upon by placing the coin in the zero area; also zero, 

2F 
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I, 2, 3 (quatre premieres), by putting the stake on 
the outside of the line dividing zero from I, 2, 3; or 
zero coupled with 1 and 2; or 2 and 3 in a similar 
manner. In the illustration (Fig. 1) an example is 
given of staking in all these various ways. It wi 
be noticed that consecutive numbers on the table can 
only be staked upon in combination, not consecutive 
numbers on the Wheel. ‘Thus to combine the three 
voisins, or adjacent numbers, 0, 26, 15 on the Wheel, 
three separate stakes would be required. 

Any two dozens may be combined, or any two 
columns, by placing the stake on the line between 
the two; and the player, when successful, receives 
one-half of the amount risked. Also any two even 
chances, such as Rouge and Impair, whose position is 
adjacent on the cloth, may be combined with one 
stake by placing the coin on the dividing line between 
the two; the player is paid even money when both 
events turn up, and he only loses when neither event 
appears. But to bet on both Passe and Noir or 
Rouge and Manque at the same time, two separate 
stakes would be required. 

The maximum stake allowed on the even chances is 
6000 francs (£240)—on a single number 180 francs 
is the highest possible stake ; the maximum stakes on 
the other chances are in proportion—thus 3000 francs 
on a dozen or column, and 720 francs on a carré of 
four numbers. In each case the minimum stake is 
5 francs, except when two dozens or two columns are 
combined with one stake, when at least 10 francs 
must be risked. 

Each table is presided over by two chefs-de-partie, 
who sit on elevated chairs on either side of the Wheel. 
There are four croupiers, who sit at the Banque (one 
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being the tourneur), whose duty it is to pay out the 
winners and rake in the losings. In addition, there is 
a croupier sitting at either end of the table, who looks 
after the interests both of the players and of the Bank 
generally. 

There being thirty-seven compartments in the 
Wheel, and as the odds of 35 to 1 only are paid on 
the winning number, it follows that on all stakes on 
numbers, or combination of numbers, the Bank has 
one chance in thirty-seven, or a percentage of slightly 
under 3 per cent. in its favour. 

The percentage in favour of the Bank on all monies 
staked on the even chances, however, is only one-half 
of this amount. On the appearance of zero, all the 
money at stake is swept into the Bank, with the 
exception of that on zero itselfi—which is paid at the 
same rate as any other number—and the amounts on 
the even chances—Rouge, Pair, Manque, &c.: these 
stakes are placed on the lines on the outside of the 
table (see Fig. 1), and are then said to be in prison. 

On the next coup, if the stakes happen to be on the 
winning chance, they are allowed to be withdrawn 
by the player. The reader will please notice that 
this is theoretically exactly the same thing as if the 
punter halved his stake with the Banker, and this 
he is allowed to do if he chooses. Should two zeros 
appear consecutively the stakes are placed still further 
over these lines; they are now doubly in prison, and 
have to be doubly released therefrom before the 
player gets his own money back. 

Thus it will be seen that, theoretically, once in every 
thirty-seven spins the Bank wins half of all money 
staked on the even chances; on which chances, con- 
sequently, the Bank may be said to have a percentage 
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of slightly under 1} per cent. in its favour. This 
difference in the percentage in favour of the Bank is 
either unknown to, or totally disregarded by, the great 
majority of punters at Monte Carlo; but the player, 
by judicious methods of staking, to a great extent, 
can despoil the Bank of its higher percentage. An 
examination of the illustration (Fig. 1) will show 
that the following are Red numbers, viz. I, 3,5, 7; 
9, 12, 14, 16, 18, 19, 21, 23, 25, 27, 30, 32, 34, and 36. 
Thus Impair contains 10 Red numbers, and but 8 
Black ones. ‘The first column includes 6; the second 
column 4; and the third column 8 Red numbers. 
Thus a player staking on Black and Impair has no less 
than twenty-eight numbers in his favour, on eight of 
which he wins both his stakes, and on twenty he 
neither wins nor loses. Or a punter staking on the 
third column and Black, is guarded by twenty-six 
numbers, on four of which (the four Black numbers 
in column 3) he receives 14 times his stakes, on eight 
(the eight Red numbers in column 3) he receives 4 
times his stakes, and on the remainder he neither wins 
nor loses. Similar wagers can of course be made by 
combining Red and Pair, or the first column and Red, 
and soon. Nowa player wishing to stake on a great 
many numbers (which is a very frequent occurrence, 
and is popularly known as “ plastering the table ”), in- 
stead of placing his money on the various transversales, 
carrés, and en pleins, by which method he loses all his 
money if zero appears, should rather stake the equiva- 
lent amount on Black and Impair, or Red and Pair, 
which, as explained, covers twenty-eight numbers. By 
this method he loses only one-half of his money if zero 
appears. Nothing is more usual than to see a player 
stake a cheval on two dozens. A more idiotic method 
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of gambling cannot be conceived. The equivalent 
amounts (supposing the douze P and the douze M are 
selected) should be staked on Mangue, and the trans- 
versale of 19 to 24. Now if zero appears half the stake 
on Manque is saved, but in the former case the entire 
stake would be lost ! 

Many similar instances of good and bad staking 
could be quoted, but the average player at Monte 
Carlo considers the percentage against him to be so 
insignificant that it is scarcely worthy of his notice. 
However, as its insignificance represents a gain of 
some hundreds of thousands of pounds sterling per 
annum to the Administration, it should be worthy of 
a passing thought at any rate. 

Nearly every player at Monte Carlo has a system 
of some sort, generally played on the even chances. 
There are, however, systems for playing on numbers, 
dozens, &c., but these for the most part are of the 
most fantastic and insane order. The writer has 
actually known a player whose system was to back 
thirty-five out of the thirty-six numbers, on the prin- 
ciple that, having but two numbers against him, he 
would be very unlucky not to win one unit per coup! 

Hundreds of people play on one particular number 
after the appearance of some other particular number, 
and are confident in themselves that, for example, 
3 always turns up after 25; or 10 after o. A very 
favourite stake is zero et les quatre premiers—that is, 
zero én plein, and zero coupled with 1, 2, 3. Another 
very general stake is Jes votsins de zéro—or zero and 
the numbers on either side of it on the Wheel. This 
is a simple bet to make by putting one coin @ cheval 
between o and 3, one between 32 and 35, and one 
each on 26 and 15. The underlying idea of these 
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zero bets is that the Bank cheats; that it wants zero 
to turn up; and that the tourneur is skilful enough 
to throw zero when he wishes. A more ridiculous 
assumption could not be made—in the first place, 
because the tourneur cannot throw the ball even to 
a particular section of the Wheel, much less into zero 
itself; and in the second place, because the gambling 
could not possibly be carried out in a more straight- 
forward manner than it is by the Administration at 
Monte Carlo. If the tourneur could throw the ball 
into any compartment he chose, he could, through 
his friends, ruin the Bank whenever he wished. 

If I had space I could tell a story of how M. Blanc 
offered to give a certain player a year’s practice at 
spinning the Wheel, and then to allow him to be his 
own croupier and stake as he chose. This is a fact; 
and yet I have often heard the following class of 
whispered conversation in the rooms: “ Now’s our 
time—there’s a lot of money on the even chances— 
wait till the ball is spun and then bet on zero.” 

Some players back their age, when not too old—an 
eventuality that can occur only to the sterner sex. 
A sweet and blushing maiden of some fifty summers 
may be observed always to place her stake on No. 28— 
“ Because it’s my age, my dear, and to-day is my birth- 
day!” Others back the number of their cloak-room 
ticket, or the number of the hymn for the day (if they 
should happen to have been present at church to hear 
it sung)—indeed everybody has a pet number; and 
why not? One number is just as likely to appear as 
any other. These are not systems in the true sense 
of the word, but they constitute a systematic method 
of staking, which is always advisable for play—be they 
never so weird and fantastic-——as they keep the player 
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within certain limits, and prevent him from losing 
his head, and making wild plunges to retrieve all his 
losses by one lucky spin of the Wheel. 

The more business-like systems are played on the 
even chances. Many are exceedingly ingenious, and 
on paper would appear certain to “break the Bank 
at Monte Carlo!” 

The underlying principle of all such systems is to 
play a Martingale—that 1 is, after each loss to increase 
the stake in various proportions until all previous 
losses have been recouped, and a profit isshown. ‘The 
commonest and simplest to play is the “ Montant et 
demontant,” which consists in increasing the stake 
after a loss by one unit per coup until the player is one 
unit to the good. ‘Thus if the first stake be lost, the 
next stake would be two units, which is also lost, as is 
the next one of three units. The player would new 
have lost six units in all. His next stake becomes 4, 
which, supposing it to be won, would leave him a net 
loser of two units. The stake would now be dropped 
to three units; for the object is to be but one unit to 
the good. Should this stake win, the game would 
be started all over again with one unit. On the other 
hand, if the 3 had been lost, the next stake would be 
4, and so on. There are many other systems. The 
general principle of them all is exactly the same; the 
calculations and paper results being nothing more nor 
less than an ingenious method of juggling with figures. 

The Fitzroy system aims at winning one unit per 
coup played. For the working of this system it is 
necessary to keep a column in which imaginary losses 
are written down: the player assuming that he loses 
one unit more and wins one unit less than he actually 
does. The stakes are increased by unity as in the 
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“ Montant et demontant” system, with the exception 
of the second stake, which (after a loss) is three instead 
of two units, until the zmaginary losses column comes 
out clear, Here is an example of ten coups played on 
the Fitzroy system :— 


W. | Net | Imagy. 
Stake.) 6 L, +or—| Loss. Stake. 


I L,z\| -xz -2 6 
3 | L.3| -4 2) 7 
4 |W.4| 0 —3 4 
4 L.4| -4 -8 5 
5 | L.5| -9 ait 5 


Showing ten units won for ten coups played, the imaginary 

loss column now reading +o. 

Another very ingenious scheme is that known as 
the “ Labouchere” system. To play this so many 
figures are written down that their total equals the 
“grand coup” * that is being played for. Ten is the 
customary coup, and the figures I, 2, 3, 4 are written 
down on a piece of paper. The method of play is 
to stake the sum of the extreme figures, and if a win 
is scored, these two figures are erased ; while if a loss 
is incurred the amount of the stake is written down 
at the end of the row of figures, and the next stake 
is the sum of the new extremes. When all the 
figures have been erased the coup is made, and the 
player either begins a fresh game or retires from the 
table. Here is an example: I, 2, 3, 4: first stake 5, 
which is lost. "The row now reads I, 2, 3, 4,5; and 
the next stake (6) is won, the row reading A, 2, 3, 4, B ; 
the next stake (2 + 4) is lost, when we have A,2, 3, 4, 8,6. 


* See p. 469, footnote, 
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The next stake is 8, which is won, and we read J, 4, 
3, 4, 8, 6; the next stake being 7, which is won, the 
4 and 3 are erased, when it will be found that the 
net profit is 10 units, 

Example of a bad run at a “ Labouchere”’ system. 
The “ grand coup” is 10; so the starting figures are 
I, 2, 3, 4. The player is supposed to stake on Red 
throughout. The dot shows which colour wins. 


The Figures. The Stake, R, B. Net+or— 
\ I+4 Bie +5 
Xx 243 5 X +0 
8 2+5 7 e 7 
¥ 24+7 Qe +2 
R 3+5 8 . -6 
X 3+8 II. +5 
§ 5 5 e. +o 
R 5+5 10 : =10 

XQ 5+10 15 ° —25 
1 5 +15 20 5 = 45 
XY 5 +20 25 e =7o 
2h 5+25 30 » — 40 
RR 5+20 256 =i 
88 1o+15 25 * — 40 

Io+25 35 ° —75 

I0+35 45 « — 30 
4Q 15+25 40 ° —70 
55 15+40 55 ° —125 
XQ I5+55 70 ° — 195 

I5+70 85 —I10 
80 25+55 80 e —190 
QS 25+80 IOS e — 295 

25+105 L3O0 ls —165 
120 40+80 I20 ° — 285 
160 40+120 160 ° — 445 
200 40+ 160 200 e — 645 

40+ 200 240 » — 405 
215 55+ 160 215 e — 620 
270 55+215 270 e — 890 


Showing 29 coups, of which the player wins 9, with a 
net loss of 890 units. The next stake would have to 
be 55+270 (325), #.¢, if the game had been played 


458 ROULETTE 


with a one louis unit, a heavier stake than is allowed 
at Roulette. 

Systems are very amusing and profitable to play, 
provided nothing abnormal occurs. But something 
abnormal will occur sooner or later, and the amounts 
staked and lost become colossal, and finally the maxi- 
mum is reached: no higher wager can be made, so 
the system fails. The flaw in all systems is that the 
losses on an unfavourable run are out of all proportion 
to the gains on a favourable one. A “ Labouchere” 
runs into hundreds in no time, and is in fact one of 
the most treacherous systems to play for this reason. 
Let the reader dissect the play of a Labouchere on 
such a run as that on p. 460, which is a far from 
uncommon one. 

This tableau, in which the player only wins 9 out 
of 29 coups—or, say, one in three—may be said to 
be far out of proportion, as the player is “ entitled ” 
to win as many coups as he loses (leaving zero out of 
the question). Let it be noted at this point that zero 
does not affect a system played on the even chances 
in any degree whatsoever. Any system worthy ot 
the name can withstand zero, even two or three zeros. 
It is the Bank’s limit, and the limit alone, that proves 
the downfall of allsystems. ‘To resume. Of course a 
player “ ought ” to win two coups out of four, and so 
he will as a rule, and systems are devised so that a 
player may be a winner, even if he loses three and four 
times as many coups as he wins. A glance at those 
figures not yet erased in the example quoted will 
show that had the punter not been debarred from 
staking, owing to the Bank’s limit, with three successive 
wins he would have got all his money back and been 
ten points to the good on the whole transaction, and 
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still have only won twelve times against the Bank’s 
twenty. What no system, played with a Martingale, 
has yet been able to accomplish, is to prevent the 
stakes becoming colossal when the series of losses turn 
up in some particular sequence or disposition. 

The best method to keep the stakes within reason- 
able limits, and to guard against arriving at the Bank’s 
maximum on an adverse run, is to employ a varying 
unit. ‘Thus after a net loss of so many single units, 
operations are re-started with a double unit; if an 
equal number of double units are lost, the play is 
re-started with a triple unit, and so on; the same 
unit being employed until all previous losses have been 
retrieved, and a gain of one “ single ” unit made. 

A “ Montant et demontant” system can be played 
very easily in this manner, by increasing the unit 
employed after each complete loss of ten units—e.g. 
after a loss of 10 single units, the system is started 
afresh with a double unit; when 10 double units 
have been lost, or a net loss of 30, the system is 
started afresh with a 3 unit stake, and so on. 

This system may be varied by changing the unit 
after successive losses of I0, 20, 30, 40, &c., and by 
staking sufficient to show a net win of the amount of 
the unit employed. Thus when playing with a double 
unit, to try and win 2; or if playing with a unit of 5, 
to try and win § units net. 

Every system has its Waterloo—it will succeed for 
days, possibly weeks, and small gains be made; but 
finally the occasion must and will arrive when all 
previous profits and the system player’s capital will 
be swamped. At the end of this article will be found 
a scheme devised by the writer whereby the punter 
puts himself into the position of the Banker as nearly 
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as possible, and consequently is enabled to win such 
vast stakes as are lost by a system player in the ordinary 
course, when that particular sequence of events occur 
which demolishes his system, 

Here is an example of a “ Montant et demontant” 
played in the usual method, and played with an in- 
creasing unit after each net loss of 10 units. The 
player is supposed to stake on the Red throughout ; 
and the dot indicates which colour wins. 


Ordinary A varying Unit 
Method. employed, 
Remarks. 
Net Net 
R. |B. pore R. | B. ae 
I . Cae! | I e —-1 
2 ° = 3 2 . 3 
3 ° -6 3 . -6 
4 o) [2 T0"} 4 « | —10 | Having lost rosingleunits, 
5 - | ~15| 2 . | —12 | the system is re-started 
6 —21 | 4 . | -x6| with a double unit. 
Te -14|6. — 10 
8 Col eee nl pd - | —18 
9° —13 |I0 « ae 
10 - | -23 19 . | —x7 |As the object is to be+1, 
II ol Oo Ee . | —28| 9 is a sufficiently high 
stake. 
12 » | ~46)2 « | —30 |As not more than 30 may 
es = be lost while employing 
I . . P 
a fe ne 2 : Bs a double unit, 2 is the 
Ib -30|9. _13 | highest stake allowed. 
16 . —14 |I2 -—6 
15 © oh 39 17 . | —13 | As explained before. 
16 —13 |IO » =e 
14 +I | 46 +1 |As explained before. 
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Had the player lost 60 units, he would have re- 
started the system and played 4, 8, 12, &c.; and if 
this play showed a net loss of 100 units, 5, 10, 15, &c., 
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would have been staked, and continued with until 
either the net loss was 150, or the net gain I unit, 
in which case the player would begin all over again 
with a single unit. 

Another style of play is to bet on the prospect of 
the colour, or even chances, running in a particular 
way. Some people play for an intermittence of 
colour, consequently always stake on the opposite 
colour to that which turned up last. Others play for 
the ran, and so always stake on the colour that last 
appeared. A very popular wager is to stake on the 
“ Avant derniér,” or on the colour that turned up the 
last time but one. By this means there is only one 
combination of events by which the player loses, and 
this is if the colours go two of one kind, followed by 
two of the other; but the weak point about it is that 
the player may miss his first stake and his last one, 
although the series goes in his favour. Yet another 
common method of staking is to play “the card ”— 
that is, to play in expectation of previous events re- 
peating themselves. Thus if the previous throws have 
given three Blacks, followed by three Reds, the expecta- 
tion is if three Blacks immediately occur, that three 
Reds will also occur.* Such theories, of course, have 
absolutely no scientific basis, and, in the opinion of 
the writer, are only vexatious and a cause of trouble 
to the player, who should invariably stake on the 
chance that is most convenient to where he is 
sitting. He has an equal chance of winning, and by 
this means will save himself the trouble of reaching 
across the table, both to place his stake and to 
retrieve his winnings. 

* This is a more common method of play at ‘‘Trente et 
Quarante”’ (see p. 468). 
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There may be, however, some reason in playing 
for a run on one colour or chance, but not staking 
until after this colour or chance has appeared. By this 
means the player, if he plays flat stakes, is square On 
all runs of two, wins one on all runs of three, two on 
all runs of four, and soon. He loses one unit on every 
intermittence, but against this he loses nothing at all 
on all runs of the opposite colour or chance. 

Had this method of staking been followed in the 
example given on p. 460, it will be seen that the player 
would have won 2 units on Red and 4 units on Black, 
and the highest stake necessary on any coup would 
have been 3 units; and had it been adopted in the 
example given on p. 457, only 70 units would have 
been lost on the Red side, and the highest stake risked 
16; while on the Black, 41 units would have been won, 
with g as the highest stake. 

It is advisable, when playing a system, to play on 
both sides of the table at once. The calculations 
for both Red and Black are kept, and the differences 
staked on the Red or Black as the case may be. 
The writer has actually seen a player stake the full 
requisite amount demanded by his system on both 
Red and Black at the same time. ‘This of course gives 
the same net result as staking the difference on one 
colour, provided zero does not turn up. If it does, 
however, the player loses one-half of two large stakes 
in the one case, instead of only one-half of a small 
stake in the other case. 

The advantage of playing a system on both sides 
of the table at the same time is that double as 
much can be won with the same capital that is re- 
quired for playing on one side only. Indeed, slightly 
less capital is required, for obviously the player must 
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be winning something on one side to go against his 
loss on the other. The objection, of course, to this 
dual system of play is, that there is a double chance of 
striking an adverse run. 

While on the subject of where to stake one’s money, 
the reader, if a novice at Monte Carlo, is recommended 
to hand the amount of his wager to one of the croupiers 
to place on the table for him. This will ensure both 
the money being placed exactly as the punter desires, 
and the receipt of any winnings, without disputes on 
the part of other players, Unless one’s French accent 
is above reproach, it is advisable to talk English to the 
croupiers. The writer, wishing to stake on Nos. 3, 
12, and I5 on one occasion, handed the chef-de-partie 
three 5-franc pieces, saying, “ Sur le Bee L2yu DSoy SLL 
vous plait.” After a short conversation on the subject 
the chef said in perfect English, “If monsieur will 
please speak English, I will see that his money is 
correctly staked.” 


TRENTE ET QUARANTE. 
By Captain Browninc. 


Trent EY QuARANTE is played with six packs of cards 
on a table marked out as in the illustration (Fig. 3) 5 
this represents one-half of the table, the other half 
being marked out in an exactly similar manner. ‘There 
are but four chances—Rouge, Noir, Couleur, and In- 
verse, which are played on in the following manner. 
The six packs of cards, having been well shuffled, are 
cut, and so many cards dealt out face upwards in a 
row until the sum of the pips (Aces, Kings, Queens, 
Knaves, and tens counting ten each, and the Ace one) 
exceeds 30 in number. Then a second row is dealt 
out in a similar manner, below the first one, until the 
number of the pips in this second row also exceeds 30. 
The top row is called “ Black,” the second or under- 
neath row “ Red,” and the Red or Blacks win accord- 
ing to which row contains the fewer number of pips— 
e.g. whichever row of cards adds up nearest to 30. 
‘The number to which each row adds up is called 
“the point,” and it will be plain that the best point 
possible is 31, and the worst point possible 4o. It is 
customary, when calling out the “ point” of Black 
and Red to drop the “ thirty ” and say simply 2 and 6, 
which would mean that the point of Black amounts to 
32, and the point of Red 36, in which case the Black 
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or top row would win. The Black “ point ” is always 
called out first. 

The other chance, the Couleur and Inverse, is decided 
by the colour of the first card turned up. If the 
colour of this card corresponds with the colour of the 
winning row, then Couleur wins ; if it is of the opposite 
colour, then Inverse wins. Thus suppose the top or 
Black row of cards amounts to 35, and the first card 
in this row is a Black card, and the Red row amounts 
to 36, then Black and Couleur would win; had the 
first card in the Black row been a Red card, then 
Inverse would have won, being of the opposite colour 
to the winning row (Black). 

The players wishing to back any particular chance 
place their stakes on that portion of the table reserved 
for Black, Red, Couleur, or Inverse, as shown in the 
illustration (Fig. 3). There are two chefs-de-parties 
employed to supervise the game, and four croupiers to 
receive the losing stakes and pay the winning ones, 
one of the croupiers also being the zailleur, or dealer 
of the cards. The tailleur calls the game by saying, 
“ Messteurs, faites vos jeux,” when the players stake 
on the different chances. He then says, “ Les jeux 
sont fait. Rien ne va plus,” after which no further 
stakes may be made. He then deals out the cards, 
and when both rows are complete he calls the result 
thus, “ Deux, six, Rouge perds et Couleur gagne,” or 
“ Rouge perds et Couleur,” as the case may be, meaning 
that the point of Black is 32 and that of Red 36, so 
that Black and the colour win; or Black wins and the 
colour loses. It should be noted that the “ tailleur ” 
mever mentions the words “Black” or “ Inverse,” 
but always says that Red wins or Red loses, and that 
the colour wins or the colour loses. On the conclusion 

26 
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ot each coup both rows of cards are swept into a small 
basket called the “ talon,” which is let into the centre 
of the table, and the game begins again. When the 
six packs of cards are exhausted, the “ tatlleur” says, 
“ Monsieur, les cartes passent,” when all the cards are 
collected out of the talons, re-shuffled and cut, and 
a fresh deal is started. 

All four chances—Red, Black, Couleur, and Inverse— 
are of course even chances, and are paid as such by 
the Bank; but should the total (or point) of both 
rows of cards be exactly 31 each, the same procedure 
occurs as upon the appearance of the zero at Roulette 
—that is to say, the stakes are put em prison ; then 
another deal is made, and those stakes which are on the 
winning chances are allowed to be withdrawn by the 
players. Or, as at Roulette, the stakes, at the players’ 
option, may be halved with the Banker in the first 
instance. 

Saving 31, all other identical points made by the 
Red and Black cause that deal to be null and void, the 
player being at liberty to remove his stake or otherwise, 
as he chooses. ‘The condition of affairs (both rows 
coming to 31 each) which corresponds to the Roulette 
zero is called a “ Refait,” and is announced, as are 
all other identities of the points, by the word “ aprés.” 
Thus suppose the Black row counts up to 38, and the 
Red row to the same figure, the tazlleur announces 
“ Huit, huit apres.” If it happens to be a Refatt, he 
says, “ Un, un apres,” and the stakes are put into prison. 

The Refait is said to occur once in 38 deals on the 
average; and if this were true, the Bank would have 
a slightly less advantage at Trente et Quarante than it 
has at Roulette. To arrive at the mathematical odds 
in favour of the Bank would involve an exceedingly 
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complicated calculation, and it is doubtful if they have 
ever been exactly computed. At a glance it would 
seem that the odds against both rows being 31 each 
is 81 to 1; there being 10 possible points for each row, 
the chances against any named point appearing would 
seem to be 9g to 1, in which case, of course, the chances 
against both points being identical would be g x9, or 
81 to 1. But as the point of 31 can be formed in 10 
ways—for the last card may be of any value, while the 
point of 32 can only be formed in 9 ways—for now 
the last card cannot be an ace; and to forma point of 
33 the last card can be neither an ace nor a deuce, 
and so on with every point up to 40, which can only 
be formed in one way—viz. when the last card is a 
1o—it is obvious that 31 is the easiest possible point 
to arrive at, and the exact chances against its forma- 
tion have, as far as the writer’s information goes, 
never been calculated.* 

In actual play, however, the punter may insure 
against the Refait by paying a premium of 1 per cent. 
on his stake (at a minimum cost of five francs); thus 
it is safe to assume that for all practical purposes the 
percentage in favour of the Bank is exactly 2 per cent. 
Thus it would seem that once in 38 is an under- 
estimate of the appearance of a Refait. 

The maximum and minimum stakes allowed at 
Trente et Quarante are 12,000 francs and 20 francs 
respectively. Much heavier amounts are to be seen 
at stake at this game than at Roulette. This probably 
arises from two facts: because the games are generally 

* A German mathematician is said to have calculated the 
percentage in favour of the Banks to be 1.28 per cent. 

+ It must be remembered that as the player is at liberty to 


withdraw half his stake when there is a kefait, he is really 
paying a premium of x per cent, to insure only Aa/f his stake, 
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carried out in a quieter manner and the coups are more 
quickly played than is the case at Roulette, and because 
there is unquestionably a prevailing idea amongst the 
gamblers at Monte Carlo that the Bank’s advantage is 
not so great at Trente et Quarante as it is at Roulette. 
The latter consideration is probably wrong; and, as 
far as the writer’s experience goes, it is a very paying 
business to insure the stake at Trente et Quarante. 
If this really is so, it follows that the percentage in 
favour of the Bank is over 2 per cent., or something 
like 1 per cent. more than it is at Roulette. 

Any system that is applicable to the even chances 
at the Roulette table can of course be played at 
Trente et Quarante; but for some reason or other it 
is unusual to see any system properly worked at this 
game, possibly because too large a capital would be 
required. 

The almost universal method of play is to follow 
the “ tableau”?—that is, to follow the pattern of the 
card on which the game is marked. If there have 
been two Reds followed by two Blacks, ninety-nine 
people out of a hundred will stake on Red, in the 
expectation of two Reds now appearing, while if 
there is a run of one colour, thousands of francs 
will be seen on that colour, and not a single 20- 
franc piece on the other. Sometimes the colours 
do run in the most inexplicable manner at Trente et 
Quarante. The writer has played at a table where 
there were 17 consecutive Blacks, then 1 Red, to 
be followed by 16 consecutive Blacks. When such 
runs occur, the Banks of course lose heavily, and 
are constantly broken. To break the Bank in the 
true sense of the word is of course an impossibility. 
When a Bank gets into low water the chef-de-partte 
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sends for some more money, which is “ Ajouter a la 
banque,’ and to this extent only is it possible to 
“ break the Bank at Monte Carlo.” 

The game of Trente et Quarante is sometimes 
called “ Rouge et Noir.” 


The method of play on the even chances that will 
now be explained is based on the three following 
assumptions :— 

First. That every system at present played is 
successful only for a certain time, when an adverse 
run, long enough to defeat the progression adopted, 
is almost certain to occur, whereby the Bank reaps a 
tich harvest, 

Secondly. That only on rare occasions does the sys- 
tem show the desired profit, without the player having 
been at some period of the game a very heavy loser. 

Thirdly. That the failure of systems is not due to 
zero, but to the Bank’s maximum. 

These conditions are assumed, though in the first 
two cases they undoubtedly are realities, and within 
the experience of every system player. The third one 
may be true or not; it is not vastly important.* 

Now as regards maxim No, 1, it may be taken for 
granted that for all practical purposes the system 
player makes his “ grand coup”? T on not more than 


* If there were no limit every one could win at Monte Carlo, 
by the simple method of doubling up after each loss. Hence 
sans maximum, zero does not prevent the Bank from losing. 

+ Most system players try to win a percentage of their capital 
per diem. Having done so, they retire from the table. By 
** grand coup’’ is meant this amount of daily winnings, There 
is no reason why a player should not play his system ad in- 
finitum. He, however, instinctively knows the grave risk he 
is running by continuing his game, and is generally very pleased 
to retire after having made a certain daily profit. 
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(say) twenty occasions, and on the twenty-first he meets 
such an adverse run that he loses his entire profits 
plus his entire capital ; or say, for argument, he had 
already spent his profits and so loses only his entire 
capital. The proportion of the coup played for to 
the capital employed is generally some 24 per cent. ; 
consequently after twenty good days’ play, and one 
bad one, a system player is a loser of 50 per cent. of 
his money. (This is a very low estimate.) 

Now supposing a player had played stake for 
stake on the opposite chance to that played on by 
the system player, it is obvious that he would have 
lost on twenty days, and won on the twenty-first 
sufficient to recoup all his previous losses, with 
50 per cent. profit. 

The mathematician will say “No” to this—“ the 
Bank will have reaped its zero percentage from each 
spin of the Wheel during the progress of the play.” 
But why? A, who is playing the system, stakes 10 
louis on Red; B (who is playing against him) stakes 
10 louis on Black, and zero crops up. They are both 
put in prison, and A comes out safely, so B is now 
10 louis worse off than A. But in a short time A 
and B again both stake 10 louis, and zero appears. 
But this time B comes out safely, in which case A 
must write this down as a losing coup, and his next 
stake will be say, for example, 15. ‘To meet this B 
has only to add 5 louis to the 10 he has just retrieved 
out of prison—so his profit and loss account due to 
zero is exactly square, as far as it affects his trans- 
actions with A. And surely during the course of a 
game A and B will both get out of prison the same 
number of times. (And A does not fear zero—he 
only fears reaching the maximum—consequently B 
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does fear for zero; he but awaits the time when his 
stake gets to the maximum.) 

Is it not desirable to be B? He requires no capital— 
or very little—and yet is in a position to win all that 
A is eventually going to lose—as he most certainly must 
lose. To play on this method is exceedingly simple. 
All that has to be done is to take any system, and play 
it in reverse order to what it is designed to be played 
in. The effect of this is, in a word, to compel the Bank 
to play this system in its correct order against the 
punter. The writer has always employed a Labouchere 
to play on this method, and it is the simplest one 
by which to explain the procedure. 

A reference to p. 456 will show that the Labouchere 
system is played by writing down so many figures, so 
that their sum amounts to the grand coup—or stake 
being played for—and that it is usual to write down 
the figures I, 2, 3, 4; so that the grand coup is 10 
units. To play this system in the usual manner it 
is generally assumed that a capital of 400 or 500 units 
is required. By reversing matters in play the first 
important advantage gained to the player is that he 
needs but a capital of 10 units, and his grand coup 
becomes 400 or 500 units. Very well. The figures 
I, 2, 3, 4 are written down, and the first stake is the 
sum of the extreme figures—s. This sum is lost; but 
now the § is not written down after the 4, but the 
I and the 4 are erased. The next stake is again § 
(2 + 3), and is again lost, the 2 and 3 are erased and the 
player retires. Suppose this second stake of 5 had 
been won, then instead of erasing the 2 and 3, the 
figure 5 would be written down on the paper, so the 
row would read , 2, 3, 4, 5, and the next stake would 
be (5+2) 7. Should this be lost the 5 and 2 are 
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erased, the next stake being 3. Suppose it is won, this 
figure is written down, and the row now reads J, £ 3, 4, 
$, 3, and the next stake is 3 +3 (6), and so on. But 
the moment all figures are erased, the player will have 
lost 10 units and must retire. This he will have to 
do a great many times, but finally such a run as the 
following will occur. ‘The Red is staked on throughout 
—the dot indicating which colour wins. 


Figures. Stake. R, B. +or-— 
\e 1+4 5 e = 5 
2 2+3 5e ° 
% 2+5 7° 7) 
4 2+7 Qe +16 
§ 2+9 II +27 
x 2+i1 13 ° +14 
+) 3+9 12 ° +2 
VW 5+7 I2 e +14 
\ 5.12 17 +31 
AK §+17 22 « +53 
2B 5+22 27 « +80 
a6 5+27 32 ° +48 
7+22 29 ° +19 
29 12+17 29 « +48 
WY 12+29 4I « +89 
I2+41 53 ° +36 
45 17+29 46 e +82 
17+46 63 ° +19 
9 29 29 e +48 
58 29+29 58 6 +106 
aX 29+58 87 « +193 
29+87 116 ° +77 
RX 29+58 87 +164 
29+ 87 116 e +48 
58 8 58 ° +106 
116 58+58 116 « +222 
174 58+116 174 « +396 
232 58+174 232 « +628 
290 58+ 232 290 » +918 


This shows a run of 29 coups, of which the player 
wins 20 and loses 9. 
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He 1s 918 units to the good, and his next stake 
would be 348! * 

Assuming a player had been working a Labouchere 
on this run in the usual manner, on Black with a 
capital of 500 units, he would have had to retire after 
the 27th coup through lack of capital; and assuming 
him to have been playing with a 20-franc unit, he 
would have had to retire from Roulette on the 
28th coup, and from Trente et Quarante after a few 
more coups if the bad sequence continued, no matter 
how large his capital had been. 

It has been stated that the Bank beats the system 
player only on account of its limit. This is not quite 
true; it has also one more great advantage over the 
player, and this is the fact of its being a machine, 
while the punter is human; and although a player 
will stake his all to retrieve his previous losses, he will 
not—nature will not allow him to—risk his winnings 
to win still more. 

This is a psychological fact that cannot be explained. 
It must be to the knowledge of most people who have 
visited Monte Carlo, that a player will stake as much 
as 500 francs to retrieve a loss of a single 5-franc piece. 
Yet the same player, having turned a 5-franc piece 
into as little as 50 francs, will refuse to adventure 
another stake, and retire from the gaming-table. 
When the player is having his bad run, the Bank 
cannot help playing their winnings to the maximum 
stake—they must do so; but the player on his good 
Tun is not compelled to play up his winnings, and 
really cannot be expected to do so. Theoretically 

* In the series shown on p, 457, had a player been fortunate 


enough to have played a ‘' Lasouchere reversed" on Black, he 
wonld have won 890 units, 
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he should, and I firmly believe there is a lot of money 
awaiting the player who has the patience to wait for 
such a run—which must come to him, equally as it 
must and does, we know, come to the Bank—and then 
play on and on until he is prohibited by the Bank 
from staking any higher. To play a system upside- 
down, or in reverse order, requires great patience 
and equanimity, until the favourable run occurs, 
when indomitable pluck and perseverance are the 
necessary qualifications. 

The writer feels bound to take the reader into his 
confidence so far as to acknowledge that he himself 
has never had such pluck, but has always retired on 
winning between 200 and 300 units. But he has 
always watched the future run of the table, and on 
no less than five occasions would have reached the 
maximum stake and won over 1000 units. He has, 
however, always had the patience, and lost his petit 
coup time after time with perfect equanimity, and only 
wishes he had had the other qualifications as well. 

Referring for one moment to the assumed fact 
No. 2 on which this method is based—that a player 
more often than not is in deep water before bringing 
off his grand coup ; which he must be, owing to the 
losses being so disproportionate in magnitude to 
the gains—it might be a good plan to discover what 
the average highest loss of a system player is before 
the system shows a profit, and then to play the same 
system in reverse or upside-down order, making this 
figure the grand coup. Playing in this manner, a 
visitor will have a cheap and enjoyable visit to Monte 
Carlo, and may be assured of one of the most exciting 
little periods of his career when this favourable run of 
luck does come his way. 
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One final word of advice to all system players. 
Play on the chance that is most convenient to 
your seat at the table, It is as likely to win as 
any other. Never get flurried with your system 
or calculations. It is not at all necessary to stake on 
every coup. You are just as likely to win if you post- 
pone staking until the day after to-morrow, as if you 
stake on the very next spin of the Wheel—the Rooms 
are open for twelve hours per diem, which should allow 
ample time for the number of coups you wish to play. 

There may or not be such a thing as “luck.” 
There can, however, be no harm in giving its existence 
the benefit of the doubt. If on some particular 
occasions you find you cannot do right, asswme you 
are out of luck, and stop playing. Do not consider 
either that you owe a grudge to the Bank because you 
have lost, or that it is absolutely necessary to retrieve 
your fortune then and there! Postpone playing 
until the following day, or week, or year, when you 
may be in good luck, and can easily recoup yourself. 

Always bear the clever gambler’s great maxim well 
in mind: “Cut your losses—play up your gains! ” 


The writer’s only object has been to try and explain 
how the games of chance are played at Monte Carlo, 
and to point out that the player is at a disadvantage 
on each occasion that he stakes, though that disad- 
vantage may be increased or reduced by bad or good 
staking. It now remains for the reader to decide 
whether the pleasure he derives from gambling is likely 
to recompense him for his probable losses. 


Printed by Battantynz, Hanson & Co. 
Edinburgh & London 
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